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The AVALON HILL (QHSSIEIB^JL 
... a losing venture published bi monthly 
pretty close to the first day of January, 
March, May, July, September, and Novem- 
ber, 

The General is edited and published by 
The Avalon Hill Company almost solely for 
the cultural edification of the serious game 
aficionado. It also helps sell our merchan- 
dise, too. 

Articles from subscribers are considered 
for publication at the whim and fancy oi 
members of our erudite editorial staff and 
company baseball team. To merit considera- 
tion, articles must be typewritten double- 
spaced and not exceed 1,000 words. Ac- 
companying examples and diagrams must be 
drawn in black or red ink. Payment for 
accepted articles is made according to the 
dictates of the voting subscribers. 

A full-year subscription costs $4.98 {over- 
seas subscribers add $6.00 to cover airmail, f 
Back issues cost $1,00 each: out-of-stock 
issues are Vol. 1, No's, ), 2, 3, 4, 6; Vol. 3, 
No. 1; Vol. 4, No. 4. 

Printing - oh . . . say 17,000 give or take 
a few thousand. 

To facilitate correspondence, we suggest 
that all envelopes to Avalon Hill be marked 
in the lower left-hand corner as follows: 

Purchases of The General: Subscription 
Dept. 

Purchases of games, play-by-mail kits, and 
game parts: Order Dept. 

Questions concerning play: Research & 
Design Dept. 

Articles for publication: Editor inXIhief. 

fteq.ues.ts for Brochures: Advertising Dept. 

Requests for Parts Lists: Parts Dept. 

Letters to the Editor: Editor-in-Chief. 

Miscellany: Marketing Dept. 

Copyright 1971 Tbs Avalori Hill Coiripsity 
Baltimore. Mjrviano Printed in U&A 



Avalon Hill Philosophy - Part 26 



Making Connections 



COVER STORY 

IFW President Len Lakofka ponders the fate of 
his lust remaining Focke-Wulf Geschwader during 
a test or Avalon Hill's brand new LUFTWAFFE 
game, 

"Probably the most playable game in their 
line," equivocated Len during the play-test 
period, "I've lost just as many giimes being the 
American as when 1 was the German," Len 
quipped during a moment of humility. Len spent 
quite a few moments during Avalon Hill's Hobby 
Show at the Luftwaffe Game Table. With his help 
and that of several IFW cohorts who managed lo 
spend a few hours at the table, Luftwaffe tomes 
to the public a most accurate portrayal of the 
real life event. 

Luftwaffe covers the time period 1943-45 
during which the Americans were dropping every- 
thing but the kitchen sink over Germany. You 
won't gel the smk with the game; but everything 
eise you need to recreate the same excitement 
Len experienced during the test phase. 

Look for it around April 1 in local outlets - 
SS.98 retail; $9.98 mail order. 



Len Lakofka is a "positive" person. He's a 
doer. He makes connections. He is President of 
the IFIV in addition to guiding two gaming 
societies and publishing two Diplomacy fait 
'zincs On the side he contributes articles to a 
variety of gat/ling magazines — all, that is, except 
The General. Panzerblitz Magazine selected Len as 
"1970 Wargamer of the Year" (despite this latter 
indiscretion.) 

Most of his personal "free" time has gone into 
expounding the virtues of wargaming. Instead of 
spending his vacation at a local spa. he chose to 
help Avalon Hill personnel man their booth at 
the Hobby Trade Show in Chicago. It was during 
this time when Len discussed with Avulon Hill 
how to help wurgamers make connections with 
other wargamers - an idea suggested to him by 
AUster M Macmtyre of the Central Ohio War- 
gamers. 

"Write it down," we suggested. He did just 
that: 



"In the United States the hobby of wargaming 
has always been a fluid entity. Prior to the 
emergence of Avalon Hill Games, the hobby of 
wargaming was timited, almost exclusively, to 
small groups of miniature figures collectors who, 
on occasion, would create rules so that they 
could recreate battles for their collections. When 
the Avalon Hill Company pioneered the adult 
wargame, in board game style, many more per- 
sons were introduced to the competitive aspect of 
wargaming. Still, a person would buy an AH 
game, play it with a friend or two, but then, 
most often, find a void in which no new 
competition could be found. 

"77ie General was the first step in creating a 
broadly based permanent market of "hard core" 
wargamers and a means via which persons, inter 
ested in the hobby, could contact one another. 
Of course, I refer to the "opponents wanted" 
column in this magazine. 

"It was this unique innovation that began the 
process of tying together the various segments 
and factions of wargaming aficionados. This merg- 
ing of purposes and interests were fostered by the 
large number of wargaming clubs that sprang up 
around the country. Their interest, while pri- 
marily in Avalon Hill games, also lapsed into the 
areas of miniatures, game design and military 
history. Such national clubs as the INTER- 
NATIONAL FEDERATION OF WARGAMING, 
and SPARTAN INTERNATIONAL INC. have 
completely bridged the gap, in their diversified 
activities, between the Avalon Hill Board game 
and the miniature's player. 

"Yet it can be noted that the hobby of 
wargaming is still in its infancy, This is due to 
the fact that the huge number of persons who 
buy Avalon Hill games, or buy miniatures, are 
still not in contact with one another. Percentage 
wise, few buyers of Avalon Hill games, subscribe 
to The General. To them the hobby, i.e. the 



organized side of warganntng, clubs, special in- 
terest magazines, general hobby publications, con- 
ventions and face-to-face meetings, are unknown. 

"It is the informing of this huge faction of 
potential wargamers that we must address our- 
selves. To this end, the IFW is starting a project 
which, it hopes, will accomplish this very task. 
They wish to make available, first in major 
metropolitan areas, then on a statewide basis, lists 
of local clubs, gamers who like to play ftf games 
on a regular basis, conventions, and regular 
wargaming meetings. These lists would be com- 
piled and updated every 3-6 months and made 
available to local hobby dealers and any war- 
gamer who would wish them, Thus, when you 
went to your local hobby store, he could give 
you a list of persons in your area with whom you 
could play the game you just bought, or places 
you coufd go for AH gaming and miniatures play 
in your area. The list would give inlormation on 
how to obtain lists from other locals, so that if 
you traveled you would know where other 
wargamers could be found. Such a project bene- 
fits everyone! The dealer, when he tries to sell a 
g3me or miniatures, is often stymied by the 
Objection, ". . . but I have no one to play the 
game with." If he has a place to play he will buy 
the game. If he starts to play the game he will, 
very likely, be introduced into other aspects of 
wargaming by the people he meets. Thus hobby 
clubs, of all types, will find a new member for 
their products and magazines — to say nothing of 
the dealer who can now sell this same person 
miniatures, other games, and books on all aspects 
on wargaming and associated fields. 

"To accomplish this task we need; a basic list 
of wargamers, clubs, and regular meetings in a 
locale and persons who can go to their local 
hobby shop and have the dealer pass out these 
lists to customers. The IFW is going to make a 
concerted effort in the metropolitan areas in 
which it has large member concentrations. But to 
make the project ultimately successful we need 
aid from everyone, including local clubs especi- 
ally, via submission of their names for the 
preparation of lists and via contact of local 
hobby shops to carry the lists once prepared. If 
you would like to appear on the first lists, to be 
prepared and distributed by May 1, 1971 send 
the following data to IFW c/o Lenard Lakofka, 
1806 N. Richmond St., Chicago, III. 60647; 
Name, address, city, zip code, phone, games you 
wish to play, days and/or times when you will be 
available to play. From clubs and local meeting 
groups, please send the name of at least one 
representative along with location of meeting, 
time and date(s). Every listing of an individual on 
these lists will carry with the statement that you 
wish to be called or written to first — so you will 
not have people standing at your door. If you 
wish to aid in the distribution of these lists, via 
your club magazine, or in hobby shops please 
contact the same address as above. This project 
has shown excellent success in Columbus, Ohio 
where a group has already attempted it. Now it 
will be your aid that can make it a national 
success." 
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Bulge - as it Really Was 



By Richard Thomas 

During the past few years, there have been 
many articles on The Baltic of the Bulge, most 
dealing 'with the strategy and tactics of how the 
compeleni (ierman player can lurn a rough game 
into a lesson on lightning war and envelopment 
for the fretting American opponent. Out of these 
articles has come the strategy of the southern 
offence and the all important attack against the 
yy inf. division, both of which 1 think are goud 
moves. Wargamers have also been reminded about 
the north-south road net running through 
Ilouffalize, a target of grave importance to the 
German, What I don't think has been given 
enough "publicity" in the General is the faulty 
placement of some of Ihe American units, and 
the incorrect boundary between the ft Panzer arid 
the .5 Panzer Armies. As I continue this article, I 
shall try to describe the thought process I used, 
and the important information I used to 
formulate the new Start set-up I'm trying to "sell 
to you." 

My sole source for the new sel-up is Ihe 
monumental work by the Office of the Chief of 
Military History, European Theater of Operations, 
The Ardennes. Battle of the Bulge, by Hugh M. 
Cole. The book is about 900 pages long. 

Looking from north to south on the battle 
map I saw some familiar units. On the north 
flank is the 3 battalion, 395 inf., bracketed on 
the north by a unit of the 102nd Cav. group, and 
on the south by the 99th Ren. Troop. Next in 
tine was the 2nd division. Then came the rest of 
the 395th infantry. This contrary to AH's set-up 
which shows a unit called the 361st regt. as being 
first in line to the north. If OCMH's book is to 
be trusted, we now find out there was no 361st 
regt. with the 'J'Jlh division, at the time of the 
battle. The regiments of the 99th inT. are the 
395lh, the 393rd, and the 394th, from north to 
south. The separation of the 2 battalions of the 
395th in the south with the 3rd bat. in the north 
would not appreciably affect the play so I didn't 
bother with this point, Therefore, the first part 
of my set-up is to leave the 2nd inf. division 
where AH put it. 

South of Monscli3u about 8 miles was where 
the boundary of the 99th and 2nd inf. divisions 
met. This would be roughly 3 squares on the 
battle board. Here the 2 battalions of the 395th 
took over from the 2nd inf. division Since Ihe 
major strength of the 395th inf. was with these 2 
battalions, and since the 395th can't be broken 
down into battalions to place the 3rd battalion at 
Monschau, the second part of my placement puts 
the 395th on RR-S, which is historically correcl. 
Then follows the 393rd, and (tie 394th. However, 
these two regiments each had a frontage of 2 to 
3 miles each, and they were 8 miles east of 
Elsenborn. which is roughly 3 squares east of the 
Monschau-Elsenborn road! This would place them 
on UU-7 (for the 393rd), and UU-8 (for the 
394th). Besides being a titlle out on the limb, 
this placement would put the two regiments right 
in the middle of the German 6th Panzer Army 
assembly area for the All game, so I decided on a 
compromise between historical accuracy and 
panzer fodder. Therefore, in the new set-up, place 
the 393rd on TT-8, and the 394th on 11-9. 
During sel-up, you might find it hard to get a 



394th regt, so what I suggest is to change the 
361st regt. into the 394th. 

Before continuing on, I would like to say a 
few words about the 102nd Cav. Group 

The 10 2nd Cav. Group held the line north of 
the 2nd inf. and that 1 battalion of the 99th. It 
was deployed in a fashion similar to the 14th 
Cav.. holding a line between two large 
formations, in the case of the 14th Cav. it was V 
and VIII Corps, while in the case of the 102nd 
the two formations were either the 99th and a 
division to the north, or the 99th and the VII 
Corps. In any case, the 102nd could have been 
available, and was in the area of the Bulge hoard, 
(although with only 1 sqdn, the 38), however, 1 
have decided to include it into my set-up. Just 
make another 4-6 Cav. Group, (most Cav. Groups 
had the same number of Sqdn's at this time. 2 or 
3, I'm not certain), and name it the 102nd. Place 
it at RR-4, just north of Monschau, where the 
real 38lh Sqiin. was. 

South from the 99th inf. division is the 14th 
Cav. Group, correctly placed in the Losheim Gap. 

Next in line is the 422nd regt., then the 423rd, 
and finally the 424th, which is on the east side 
of the Our River! The positions of the first two 
units is correct, except the 422nd should be at 
UU-12 and the 423rd at TT-14. The 424th as 
stated above, was on the east side ol Ihe Our 
River, with a front line of approximately 4!4 
miles, (roughly 1-2 squares. The main 
concentration of strength was south of the Our 
River bridge 3 miles, so in the new set-up, place 
Ihe 424th at SSI 5, and not in St. Vith. 

No game can realistically represent the gallant 
action of the 28th inf. division, and it's delaying 
action which held the Germans in check until 
other commands could take over. I, and I think 
Avalon Hill were faced with the problem of how 
to take into account the strung out companies 
and plantoons that stopped ihe enemy in the first 
critical hours, The first regt, in line from north to 
south was the 1 12th inf. This unit held a line of 
4K miles that extended from Oberhausen to 
Kalboni, which is do east of Houffalize. Thus it 
would seem to be correct to position the 112th 
at NN-22. To the south of the 1 12th is the I 10th 
with a frontage of ten miles, extending from the 
112th boundary in the north to the town of 
Hoscheid, which is east from Wilti. From Wilu 
south lo Diekirch is the responsibility of the 
109 th jaf, (Excuse me; from due east of Wiltz on 
Ihe Our River to Diekirch is the responsibility of 
the 109th). Thus we can put the 1 1 2th, as 
mentioned above, at NN-22, the 110 at NN-26, 
and the 109th at Vianden and be historically 
correct. With one problem. The bridge at PP-26 is 
left uncovered, and the German can advance 
across it quite easily! Again I had to resort to 
compromise, and I suggest this set-up, which 
moves the 1 1 2th south to NN-25, taking over 
that sector from the 1 10th, which can now cover 
the bridge mentioned above hy placing itself, the 
1 10th, at 00-27. Place the 109th at Vianden. So, 
by sacrificing some historical accuracy, we have a 
placement that fulfills the criteria of covering 
Clcrvaux, the PP-26 bridge, and Vianden. 

During the Bailie of the Bulge, the 9th 
Armoured never fought together. South of the 
109th inf. was Combat Command A of the 9th 
Armoured. The command consisted of the 19th 
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tank bat., the 60th armoured inf., and the 89th 
and 90th Ren. battalions. This force was due east 
from Diekirch about 5 miles, (roughly 2 squares). 
However, if we put CCA on SS-30, the bridge at 
RR-29 would be left uncovered, so resorting to 
compromise again, I decided lo place it at RR-3U, 
which would be near correct, while covering the 
hridge. 

CCR, 9th Armoured Division, the armoured 
reserve of the VIII Corps, was stationed at Trois 
Vierges on the 13th of December, in position to 
support Ihe corps left and center. Trois Vierges is 
on the Bastogiie-SL Vith road at the terminals ul 
the Clerf River. Therefore, place 9th/CCR at 
MM-23. 

Combat Command B of the 9th Armoured had 
been transferred to the V Corps shortly before 
the Ardennes offensive to support 2nd inf. in its 
attack toward the Roar River dams that was to 
take place on the 16th and 17th of December. 
This command was stationed at the town of 
Faymoimlle, 12 miles north ut St, Vith, on the 
night of the 15th. When the offense struck, the 
unit was released to the VIII Corps on the night 
of the 16th. when it moved south and took part 
in the defense of St. Vith. Faymonville, as stated 
above, is 1 2 miles north of St. Vith, and about 3 
miles southwest of Elsenborn. Therefore, place 
9lh/CCB at QQ-11. 

The 4th inf. division was stationed on Ihe Our 
River line south of 9th/CCA, and Avalon Hill has 
correctly positioned this division. This ends my 
new American set-up, now for the German, and 
the results of the new positions. 

The 6th Panzer Army, as everyone knows, was 
ciiarged with the main burden of the offense. It's 
boundary with the 5th Panzer Amiy started 
south of Losheim about 2 miles, (approx. I 
square). In my new set-up, therefore, place the 
southern limit of the Army at grid 1 1 , retaining 
the eastern boundary at grid UU, inclusive. 

The results of tills new set-up are to allow the 
German a fairly easy time in the south, while 
slowing him down in the north. He will no longer 
find it an easy matter to block the Monschau-St. 
Vith road. An attack against the 395th might 
push said inf. regiment back into the rough, but 
it is a simple matter for the American to move 
the 394th from TT-9 to SS-9, thereby blocking 
the road to St. Vith. The German could try 
against the 393rd, with an attack against the 
395th, and put one on the 14th Cav.; if both the 
attacks had an A advance I , you would have the 
394th trapped, hut what good would it do you 
when you pushed the 14th Cav. and the 393rd 
back onto the road? 

A German headache in the north is, however, 
compensated by smooth going in the south, 
where he has the choice of which regiments to 
route. It is fairly easy to achieve a breakthrough 
in at least 1 area, and probably 2. 

The American now finds that the southern 
arena is not as secure as it used to be, but 
9th/CCR is nearer to the danger area than it used 
to be, In the north, he can count on having a 
good front to delay the German, using 9th/CCB 
for the St. Vith urea to check any possible river 
crossings in that part of the "woods." 

I would be interested in hearing from anyone 
interested who has any comments on this subject, 
and would like to have a PBM game with 
someony. My address: 

Richard Thomas 

4 Copper Hill Rd. 

Granby, Conn. 06035 
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1914 Strategy & Tactics 



by A. Augenbraun 



This article should prove useful to you for its 
purpose is to help improve your game by compar- 
ing the strengths of both sides and by discussing 
the strategical alternatives as well as some tactical 
hints. 

To get an overall view of the relative strengths 
of the opposing forces, I have compiled the 
following charts, all of which apply to the 
advanced game without the use of game varia- 
tions'. 

I. NUMBER OF UNITS AT START 
"A" "R" Siege Other 

Corps Corps Cavalry Art Units 
German 26 16 11 7 17 

French 21 8 10 10 

Dutch & 
Belgians 2 2 S 

The Germans have a slight numerical edge over 
the Allies, but this alone is not too significant. 
Both sides should he ahle to defend at an 
approximate one-to-one basis, but neither the 
Germans nor the French can maintain a strong 
defensive line if they shift their weight to either 
the left or right flank. 

It OFFENSIVE FACTORS AT START 

"A" "R" Support Other 

Corps Corps Cavalry Art. Units 

German 182 80 44 32 41 

French 126 48 20 24 9 
Dutch & 

Belgians 12 3 20 

III. DEFENSIVE FACTORS AT START 

Other 
"A" Corps "K" Corps Cavalry Units 
German 312 128 33 46 

French 210 72 10 16 

Dutch &. 
Belgians 16 2 26 

Charts JT and 111 clarify the picture. The German 
offensive strength, while more powerful than the 
French, will find itself evenly matched against 
Allied defenses. On the other hand, German 
defensive factors appear able to have 3n easy time 
of it againsl any Allied offensive. The ratio here is 
about 2(4: 1 in favor of the Germans. German 
cavalry is twice as strong as that of the Allies while 
other units are evenly matched. 

IV. TOTAL REINFORCEMENTS 

Number Offensive Defensive 
of Units Factors Factors 

German 9 Inf. 33 50 

French 1 1 Inf., 1 Cav. 35,(1) 43,0 

British II Inf., 3 Cav. 41,(10) 69,4 

But the German player must take the Allied 
reinforcements into consideration. Chart IV shows 
that total reinforcements for the Allies are double 
those of the Germans in all areas: number of units 
and offensive/defensive strength. The German also 
must bear in mind thai Ihe optional East Front 
Rule will, at least to some extent, weaken his 
forces. 

The graphic evidence presented above indicates 
that while the Germans can easily execute defen- 
sive operations against the French, they will have 



their hands full if they assume an offensive 
posture. 

This brings us to strategical considerations. At 
the start of the game, the French possess all of the 
point-yielding areas except for Metz and Stress 
burg. Since the Allies possess no siege artillery, the 
Allied commander may as well forget about taking 
those two German strongpoints. It then remains 
for the Allies to hold onto what they already have, 
and that means waging a defensive campaign. 

The Germans, in order to win, must wrest the 
point-yicldcrs from the French. Thus, offensive 
plans are needed for the Germans. However, 1 have 
already established that it will not be easy for the 
Germans to destroy the Allies. It must be the 
German intention to push the enemy back from 
the point-yielding areas and keep him at a distance 



by converting to the defensive. Of course, every 
possible opportunity to eliminate enemy units 
should be taken by both sides. 

Since the Germans are to be on Ihe offensive 
initially, Ihey musl examine their alternatives. The 
middle of the board contains the movement- 
restricting Ardennes. Speed and maneuverability 
will suffer if an offensive is launched through here 
Besides, since Hie geographical targets are, for the 
most pait, to the noith and south, this alternative 
will not yield very much direct profit. 

In the south, mobility is hampered by the rough 
terrain-forest which stretches from southeast of 
Strassburg to the Swiss border, bul the squares east 
of Slnissliurg and west and southeast of Mentz can 
be utili/.ed as staging areas. The going in this area is 
otherwise relatively easy. 

The best site for an offensive is the Belgian 
plain. Once the Germans clear the bottleneck 
northeast of Liege, they will have smooth sailing all 
the way to the cons! at Boulogne. 

An ideal pattern of attack is shown below 
although an attack through Belgium alone should 
also produce good results. The dark areas are the 
impassable forests and rough terrain where move- 
ment is restricted. The dots represent point- 
yielding cities in Belgium and France. 




The Allied defenders don't have much of a 
problem. They should place most of their force in 
the north where the Germans are most likely to 
strike initially and where the Germans are sure to 
strike eventually. Rernemher that most oT the 
point-yielding squares and cities are in the northern 
half of the board. Some forces should be placed in 
the Verdun-Nancy-Toul area both to protect the 
economic squares therein and to protect the Allied 
flank from the south. 



There are a lew tactical hints of which 1 would 
like to remind you before I conclude. I) Always 
try to cut off your enemy's retreat route when 
attacking. This will usually result in his loss of an 
additional step. 2) Avoid attacking frontally. 
Remember that your primary aim is to push the 



enemy back, not destroy him. You should attempt 
to turn the enemy line by striking at his Hank. This 
will also help make it possible to get behind the 
enemy line and cut off his escape, 3) Arrange your 
attacking forces so that you are able to hit the 
enemy in waves. Keep the pressure on him. 4) Try 
to move weakened units to rear areas as soon as 
possible so that they can start receiving replace- 
ments. 

1 hope that my analysis of 1914 and my 
suggestions will help improve your winning capaci- 
ty in this game regardless of which side you take. 
Good luck! 

Alan Augenbraun 

1755 Ocean Parkway C5 

Brooklyn, New York 1 1 223 
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Plan of the Month 



Festung Italia 



by Geoff K. Burkman 

Perhaps the single most important facet of a 
successful German defense in Amio is the fortress 
line. Forming an impenetrable wall across (he 
path of the advancing Allies, a well-built line will 
hold until hcl! freezes over (which it regularly 
does during air strikes and often during inva- 
sions). Al any rate, it is a basic truth that the 
fortress lines are the key to German victory in 
the Italian campaign. 

The vast majority of Atuiti games :tre divided 
into three lime/campaign segments: Phase I 
invasion to 1st air strike, Phase II - 1st air strike 
to Sept., 1944, Phase III - Sept., 1944 to game's 
end. 

Cassino or Rome? 

Phase I of your defense is the most variable 
situation in the game; it depends entirely on 
exactly where the Allies make their initial inva- 
sion. Should Ihey land ot Salerno, you will have 
an easy time of it constructing a Cassino Line 
<K51-M4°-047.Q4(>-S44-V21). This defense is per- 
haps the best available on the entire board; no 
wonder the Germans used it. It requires a mere 
six forts, leaving seven to begin your next line 
well in advance, and has only two really critical 
points. Both of these are easily shored up with 
the plcnlitudc of reserves the Germans will, 
pussess using this line. One hinges at Formia, 
where the Allies can pull a sneak retreat behind 
your lines. This is prevented by garrisoning 151, 
which, by the way, supported by a unit on H5I, 
presents a hardy defense of the Terracina 
beaches. The other trouble spot is the fort on 
047 Since this square is completely boxed in by 
High Appemnes, it is difficult to put additional 
units into the fort without waiting u move. This 
could be disastrous should the Allies attack in 
force and win, leaving you to counterattack with 
weakened troops. It is therefore imperative that 
you keep a reserve of at least a division directly 
behind the fort (on 046, lo be exact). As the 
saying goes, "it's better to be sale than sorry," so 
follow this advice even if 1SS is in that fort. Of 
course, the defense of the immediate flanks of 
the fort line against commando raids and/or 
invasions is a foregone conclusion, When it comes 
to crushing fort lines, invasions rank second only 
to air strikes. 

Most mildly daring Allied commanders will, 
however, invade further up the Italian coast, 
utmost always at Naples or Termoli, but often at 
Pescara or Mondragorte. Such assaults will invari- 
ably threaten any plans for a Cassino Line, if not 
render them useless entirely. The German must, 
therefore, prepare to make his first big stand 
further north. This is accomplished through the 
construction of a Rome Line 
(E44.H42-K40-N38-Q36-T34-V34). Like its south- 



ern cousin, it utilizes a minimum of forts. 
allowing ample preparation of the next line. It 
has only one point of weakness and requires the 
garrison of only one beach (although it is a bit of 
a long one). Its only big disadvantage is, in fact, 
that it surrenders a great deal of Italy to the 
Allies, including many useful ports. But for many 
games, it will have to do, and it usually does it 
weil. A quick glance reveals the solitary weakness 
of the line; the fort near Rieli. The situation here 
ts similar to the one in the Cassino Line, wild- the 
exception that it occurs only when the Allies 
attack from and successfully hold Rieti itself. It 
is thus the best of ideas to position some reserves 
on N37 and to place mountain truops in the fort 
(the latter is also suggested, perhaps more so, for 
the fort on Q36). The beaches from Civitavecchia 
on south must be well-held to prevent the 
flanking of your line, but happily the cast coast 
need not he guarded at all; there is no invasion 
spot, and commando raids can't quite make it 
from the Pescara beach. Count it and see. 

One more situation deserves comment, Once in 
a blue moon or two, you'll face an opponent 
who will make his first invasion at Rome, 
Civitavecchia, or even Livorno. Where will your 
fort line go? Probably nowhere! I'm belling on 
the Germans successfully crushing any invasion 
north of Terracina or Pescara within a few 
months, which means that you won't even need a 
fort line, riven if you fail, you can usually get up 
a line along the Fiume Amo that will hold. At 
any rate, don't let it worry you. Few Allied 
players will risk their game on a long-shot 
invasion, and the ones that do often aren't the 
best of players. They're too greedy. 

General suggestions for Phase I 

a) Build your fort line from the coast inwards, 
since the flanks are the easiest areas for the 
Allies to penetrate. 

b) Whatever your line, conserve forts. Make it 
short and sweet. 

c) Always he on the lookout for flanking 
invasions. 

d)Do everything in your power to crush the 
second invasion before the air strike comes. 
Doing this will win the game then and there 
for you many a time. 

Interim (Phase II) 

Whatever your first fortress line is, the odds 
are that it will be broken by the Allied air strike, 
if not already crushed by the second invasion. 
Your forces will he crippled, harassed constantly, 
and retreating continuously. Only an extremely 
tenacious German will be able to halt the advance 
of the Allies in the spring and early summer of 
1944, 

During Ihis heclic period of the campaign, the 
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German hits only two real objectives. The first is 
to withdraw his forces quickly and safely to the 
second MLR, every unit lost along the way is bad 
news for the Germans. Only the destruction of a 
large segment of the Allied forces would result in 
an equal trade. The second concern of the 
German is to insure that there will be a fort line 
ready for occupation when he arrives! Should the 
line be incomplete, a very hard defensive war 
must be waged to hold until it is finished. At the 
same time, strong measures should be taken to 
prevent punitive commando raids or full-fledged 
invasions up near the new line. 

At any rate, by September of 1 944 your 
defenses should be well established. You will be 
prepared for the winter withdrawals ahead of 
you. and ready for the final Allied air strike. 
Victory is mosl likely yours if you haven't lost 
by now. 

Not One Millimeter 

'file last phase of your defense, Phase 111, can 
he the easiest to endure, yet it is the. most crucial 
of the entire game. Nearly all Aniki games are 
tight, down-to-the-wire contests resolved at last 
by the second air strike (almost always in favor 
of the Germans). 

Roughly speaking, you have two options for 
your second tort line. Both will enable you to 
defend all of Northern Italy. Bach line requires a 
relatively small number of forts, so that comple- 
tion of either line during Phase II should be 
rapidly accomplished, The Firenze Line 
(E23-C22-122-K22-M22-P:I-R21-U20> is the 
weaker of the two, since it must be protected on 
two sides rrom sea attack On the other hand, it 
puts another 35-mile wide strip of Italy in 
German hands, possibly the margin of your 
victory or defeat. The Gothic Line 
(F21-I19-K1S-MI8-OI8-R17-T17-VI7) offers 
slightly stronger posilions and a left flank which 
needs coverage only against commandos In my 
judgement it is the better of the two, since it can 
more easily be evacuated during the Allied aerial 
blitzkrieg. 

The existence of one of these two lines is 
essential to assuring victory in your rampnign. 
Holding the entrances to North Italy will permit 
the unhindered construction of a Vicenza Line 
(V5-V7-VS-W8-Y8). Such a line will prevent the 
Allied from eapturing your last basion of Nazi- 
dom, Vicenza. They will be unable to fulfill their 
victory conditions and you will win. 

On various occasions, you will be unable lo 
complete a Gothic-type line in time. No sweat. 
As soon as you see that you'll never get your 
intended line up, abandon work on it and 
commence the construction of an emergency line 
(S6-SH-T8-U10-U12-U13-WI4). Its main draw- 
hack is that with a little luck, the Allies will be 
able to surround units on the front near Ostiglia 
or Ferrara and second combat their way to your 
Vicenza Line. But it will take luck. 

General suggestions Tor Phase III - 

a) It is essential that you keep North Italy 

clear of Allies, Guard all beaches, notably 

Genoa, extremely well. 
Ii) Conserve troops. You'll need L em all. 
c) Don't worry about partisans. They are sun 

ply a necessary evil you can't do too much 

iiboul. 

Goeff K. Burkman 
715 Myrtle Avenue 
Terrace Park, Ohio 45174 
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Exploiting 
the Initiative 
in Bulge 



With this issue we begin a series of articles 
reprinted from out of the past. Articles selected 
for this series are those voted "most outstanding" 
by readers of the. periodicals in which they 
appeared. Our first Golden Pen award goes to 
Don Lowry for "Exploiting the Initiative in 
Bulge." reprinted here by permission from 1970 
The International Wargamer, Vol. 3. Nos, 2 AS, 

Among the nine principles of war recognized 
by the U.S. Army, is one called the Offensive. 
This is defined as follows: "Seize, retain, and 
exploit Ihe initiative " In BULGE the very nature 
□f the game delivers the initiative to the 'German' 
player on a Silver platter. Retaining it is absolute- 
ly essential. Exploiting it? Well now, that's what 
it's all about. 

The exploit to the maximum the advantage 
which the initiative gives us. we must call on two 
other principles of war: Mass and Maneuver, The 
latter is self-explanatory, and the former merely 
means "to achieve military superiority at the 
decisive place and time." But exactly how does 
this apply to BULGE? 

Well, let's review the obvious. Our objective is 
to reach the Mcusc River in considerable force 
while maintaining at least one supply route 
leading back to the eastern edge of [he board. 
Secondary objectives are St. Villi, Bastogne, and 
Spa, whose possession would lessen the amount 
of force that must cross the Meuse. Our op- 
ponent is aware of our objectives, of course, and 
will try to block every road west. And there is 
our answer: our opponent must defend all roads 
leading west, while we can take our pick of 
which ones to advance on at any given time, 

For example: Many 'German' players evidently 
make the mistake of concentrating so much force 
on their attempt to take Bastogne, that they 
virtually neglect all other routes, 1 say "mistake" 
because this allows the defender to ignore the 
other routes and concentrate almost all of his 
forces around Bastogne also. Bui by attacking 
along other routes first, we would draw defending 
units away from Bastogne. Then a sudden switch 
of forces into the Bastogne front would meet 
fewer defenders - for one turn at least. Thus it is 
by maneuver that we arc able to "achieve 
military superiority at the decisive place and 
time" - mass. 

As long as we have the initiative, our opponent 
is reduced to merely reacting to our moves. If we 



concentrate in Ihe south he must do likewise: if 
we concentrate in the north he must match that. 
But, he is always one move behind us. We 
concentrate first - or, as Forrest put it, "Get 
there first with the most men," To continue a 
head-on attack against the main concentration of 
the enemy's power is foolish if there are other 
routes less heavily defended which lead toward 
our objective therefore, you must be prepared to 
switch your forces back and forth almost con- 
tinuously in order to achieve a local superiority 
of force in decisive proportions. In other words, 
"Hit 'em where they ain't." 

Your ability to do this will depend primarily 
upon your lateral lines of communication. That 
is, the roads connecting the various routes west. 
You musl keep these connecting, or lateral, 
routes as short as possible and free of enemy 
zones of control. When the game begins, we do 
not control the road connecting our forces north 
of St. Vith with those south of it, and it must be 
our number-one objective to clear that road and 
thereby gain freedom to maneuver on a board- 
wide scale. We must also constantly be on the 
lookout for a way to lengthen our opponent's 
lateral communications and thus reduce his 
ability to switch forces back and forth to match 
our own maneuvering. This ability to employ 
forces against the enemy faster than he can 
counter our moves creates a situation called 
"interior lines" (so-called because it usually, but 
not necessarily, results from a central position 
with respect to the enemy). This situation, in 
conjunction with the initiative and superior 
forces, should prove decisive. 

Getting off to a good start is essential. Since 
each move will influence all those that follow it, 
the First move is obviously the most important 
one of the game. Aggressive use of the Sixth 
Panzer Army (northern group) and pari of the 
Fifth (central group) in the area from St. Vith 
north, will mean that few American units can be 
spared to go south to the Bastogne front. An 
army-sized push south and west from the 
Vinnden-Diekirch are;* toward Marlelange will 
have the same results on Ihut end of the board 
while increasing the number of approaches to 
Bastogne lie has to defend, (Forces operating on 
this axis also represent the ability to advance on 
Wiltz from the southeast.) A corps-size push 
along the Clervaux-Bastogne axis will still gain 
ground, and it will force the coverage ol all the 
middle routes. 
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Eventually, of course, the capture of Bastogne 
is absolutely essential, but an indirect approach 
will lind it more lightly defended then if we 
attempt the obvious. By the time you've taken 
St. Vith and have a clear road between the 
northern and central sectors, you should have 
attracted considerable American forces to the 
defense of the Malmedy-Wcrbomon and St. 
Vilh-Lu Roche roads. You can then switch large 
forces toward a Ihinly-defended centra! sector - 
perhaps in the area 'of Houffalize Also, by this 
time, your southern drive should be nearing 
Martelange, and the 'American' player finds him- 
self defending a long semicircle around Bastogne 
with very few units. If he also switches several 
units southward from the northern area, you 
might find it profitable to bring one or both of 
the second two SS divisions in on the northern 
front to draw some of them northward again. 
This accomplished, the SS divisions can also 
switch to the central front. 

So our strategy is to move aggresively in the 
north and the extreme south (so as the draw 
defenders to these areas) while clearing the St. 
Vilii-Clervaux ruad. Then, we suddenly shift our 
power to the center and drive on Bastogne. 

An Initial Tactical Setup 

Presented here is the northern hall' of an initial 
tactical set-up and the rationale behind it, that 
will get us started on fulfilling our strategy. I will 
assume all rules are used except one-way traffic. 
The southern half will be covered in Part III. 

Most people usually think of tactical surprise 
in terms of the open-mouthed astonishment of 
tiie enemy soldierv Bui it is only necessary to 
surprise the COMMANDER, rot the troops. In 
fact, an attack the enemy has seen coming for 
hours, or even days, can be a surprise. The 
necessary ingredient of a tactical or strategic 
surprise is to "Accomplish your purpose before 
the enemy can effectively react." Thus, no matter 
how much warning the enemy is given, if we can 
seize our objective before our enemy can react 
with effective countermeasures, we have achieved 
surprise. I will attempt to apply this principle to 
our first objective 

I said, m Part I, that our ahility to switch our 
forces back and forth would depend an our 
lateral lines of communication and that, there- 
fore, it must be our number-one objective to 
clear the road through St. Vith for Dur own use 
The enemy also knows the importance of Si, 
Vith and will move to protect it. So we must 
seize it before it can be reinforced. We do this by 
eliminating, or blocking out, all units that might 
move to reinforce the St. Vith area. The 
accompanying diagram shows the forces in the 
northern area disposed so us to have a good 
chance to accomplish this and also various 
secondary Objectives. 

At the northern extreme of the board is the 
largest American concentration of power, the 2nd 
and °yth infantry divisions. These two divisions 
are, in fact, so far north as to be unable to 
interfere with our westward movement from 
where they are. Wouldn't it be nice then, to keep 
them where they are? This would not only keep 
Ihem out of the defenses of St. Vith, but out of 
our way altogether. There is no move that will 
guarantee such results, but the set-up shown 
WILL offer fair odds. The first attack, by the 9th 
SS Div., docs guarantee, however, that at least 
the 2nd Div. will be cut off. This is so important 
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Waterloo - Part II 



by Raymond Hosier 



on the Tilly road. Over at Nivelles maintain the 
minimum of troops. A reserve at W-31 is usually 
sufficient until reinforcements arrive from Braine 
Le Comte at 1 lam/ 1 6th. 



Part 11 is Hosier's set/us.'! to his Jan-Feb 71 
article, "A Shocking Frenclf Victory." which 
appeared as the. Plan of the Month, 



On infrequent, but somewhat catastrophic 
occasions the PAA will lose to the French. The 
fault almost invariably lies in (he PAA strategy 
Of course, the French may have a lucky game to 
top this off. To avoid such a humiliating exper- 
ience the PAA must follow the following plan 1 
have laid out. 

A. SET UP 

Situate the Prussian Army within reach of the 
Quatres Bras ridges (Le- BB-20. Z-24, etc.). Put a 
small outpost 1 of twelve factors around CC-17. If 
the French places all the cavalry at Fleurus, be 
sure to have a 4-4 on UD-13 A 1-6 must be 



placed on EE-23. Put a 4-4 on U-26 as a reserve. 
Commit it to 'i-23 if the French make advances 
down Tilly road. Make sure a couple of Prussian 
cavalry units are within reach of Tilly road as 
they will be needed if the French push there. 

B. FIRST STAGE 7um/16-3pm/I6 

The average French player will attempt to split 
your army by sending a detachment to Nivelles 
and the rest to the east of Quatre Bras. Oddly 
enough this is what you want. Plan your reaction- 
ary moves accordingly. Place four 6-4's and a 8-4 
behind the Quatre Bras ridges. The 8-4 goes on 
AA-27. This strong line makes a French attack 
very risky. Don't make a stand on the Tilly- 
Guatre road, but use dejaying laclics with your 
1-6's. As the French approach Tilly you will be 
farced to split your army. It's advisable for 10-15 
factors, composed of at least one 1-6. lo fall back 



that I violate here one of my standard operating 
procedures (I try to avoid attacking at odds (hat 
might result in an exchange unless there are 
enough infantry factors involved to absorb any 
losses). At 6-1 odds we're guaranteed an advance 
of 1 square. So wc drive the defender northward 
along the road, and even if it turns south at 
Monschau it cannot get past our advanced units' 
zone of control. 

The second attack is on the 14th Cav. Gp. 
using the 1st SS Div. and six Volksgrenadier 
regiments, at 4-1 odds. Since the 14th Cav. is 
surrounded in such a way that il can not move 
out and counter-attack because the odds would 
be greater than six to one — and since at 4-1 
there is no chance of "A back" - this guarantees 
that the 14th Cav, cannot move to the St. Vith 
area to get in our way there. It also offers very 
good odds (80% PEM, 83-1/3% FTF) of eliminat- 
ing the enemy's most mobile unit right here. Do 
NOT advance the 1st SS Div, (for reasons given 
later). 

The third attack is a sosik-off against the 
99/361 at 1-2 odds. Here we want anything but 
"D back I" (a 20% chance PBM, 16.fV7% FTF) 
which would put it in a position to move down 
the road through Malmcdy into our path. And, 
the fourth attack (see rule No, 8 under "Rough 
Terrain") is a l-l against the rest of the 99th 
Div. in the hope of getting a "Contact" or 
"Engaged" (50% chance either way) "D back" 
would put these two regiments where they can 
move south through Malmedy, and "A back'* 
would leave the road through F.lsenbom open. 

The overall odds, then, of blocking out these 
two divisions are as follows; Chance of blocking 
all six regiments: 40% PBM 41.65% FTF; chance 
of blocking all but one regiment; 50% PBM or 
FTF; chance of blocking all but two regiments; 
R0% PBM, 83,355 FTF; chance of hlocking all but 
three: 100% PBM or FTF. The important thing 
to consider here is the 507c chance of blocking all 
but one regmt. This is because it will take at least 
three American units to adequately defend the 
SI. Vith urea. Why? Because the two regiments of 



the 116th Panzer Div. ui QQ -17 will be in a 
position to outflank any two-unit defense. 

The firth attack is a 5-1 against the 106/422 
with all retreat routes blocked. So any results 
except "Contact" will eliminate the defender, and 
even that will result in elimination unless the 
retreat routes arc opened by the sixth attack 
ending with "A back". So we have these odds of 
knocking off the 106/422, PBM 90%; FTF, 
91.5%. 

The sixth attack is at 1-2 against the 106/423 
and Is undertaken solely for the purpose of 
blocking the retreat mules of the i 06/422. The 
423rd can't get to St. Vith because of the 1st SS 
Div. on TT-1 I and the rough terrain, No advance 
should be made after eliminating the 422nd. A 
German unit on TT-14 would give the 423rd a 
chance to attack, with any "A Back" results 
putting it on the road to St. Vith. 

So, we have definitely blocked out the 
106/422. 106/423, 14th Cav. Gp., and the entire 
2nd Div. with a good chance of blocking all or 
most of the 99th. The two panzer Regiments at 
OQ-17 threaten to eutflank the St. Vith defense, 
and the 116/4U6 is in position to block any 
reinforcements coming from the south. Thus, 
with a little luck, we'll have our surprise - 
accomplishing our purpose "before the enemy 
effectively can react." Then on the second turn 
the forces that attacked the 106/422 should 
advance and repeat the performance on the 
106/423. If at all possible, move 2 or 3 regmts. 
to PP-1 1 to block the road to Malmedy, while 
keeping the Hlsenborn-Sl. Vith road blocked And 
above all, clear the road through St. Vith. 

If our luck is bad, there's still the south. I've 
got another "surprise" brewing down there, and 
the odds are very good of getting either one or 
the other. It's all in Part II. 

Part il will appeal- in the next issue. Mean- 
while, why not t'isit Don either in person or via 
mail - he is proprietor of a new hobby shop 
devoted almost exclusively to the sale of military 
models and related materials: Lowry's. P.O. Box 
//_'_i', Evnnsville, indiuna 477 li. 



C. MIDDLE STAGE 3pm/16-l lam/17 

By the 3pm move the French player will be at 
his desired position and most likely attacking. At 
this point the French strategy will be revealed. 
The only case in which the following moves 
could not occur is if the French took their whole 
army down the Tilly road which rarely happens. 
Most French players head for Quatre Bras. The 
PAA can counter this allack by making the best 
use of the Quatre Bras-Nivelles road. Place a 
strategic reserve on W-31, W-32, and V-33. From 
here they may strike out at Quatre Bras or 
Nivelles. You can be sure the French will drive 
through Y-23. Z-23, and AA-23. But here is 
where tiie PAA will be wailing. Violent counter- 
attacks must be made by the PAA. The French 
can only bring units up on three hexes. The 
Quatre Bras ridge units arc to be used for 
counterattacks. 

If the French try to penetrate the forests their 
hopes are nil). The PAA should allow the enemy 
to advance to the fringe, then attack. This way a 
Back-2 will be D-elim. since they are forced to 
retreat through a forest square. 

On the Nivelles front reinforcements and iack 
of good terrain will delay the French. A superb 
defense can be held on squares X-36, X-39, and 
Y-35. The French are limited to two squares for 
attack whereas the PAA can counterattack in 
three or more squares. 

After about four turns of this the PAA will be 
forced to withdraw to the Genappe. The casual- 
ties at this point should be heavy for both sides. 
Plan the retreat ahead of time and be sure each 
unit has a place to defend. 

D. LATE STAGES Ipm/17-5pm/17 

The Genappe river and ridges to the east 
provide a temporary defense line for the PAA. 
The defense should expose as few units as 
possible. Make sure they have a clear retreat 
route as well as time to carry one out. The 
Genappe line is not meant to be held for a long 
period of time. It's just a convenient place to 
retreat to after the Quatre Bras - Nivelles battle, 
On the 5pm turn the last retreat should take 
place-to Waterloo. 

E. FINAL STAGES 5pm/17-end 

As the French advance toward Mt. Saint Jean 
they will lose a turn to movement. This gives the 
PAA a chance to set up a defense. The L row 
3640 ought to be the first line of defense. Try 
to have all the big units in the line. If you have 
an excess of 1-6's place (hem on each Hank with 
a strong center line, otherwise keep the Hanks 
strong. At this point the only answer to victory is 
ATTACK!! Fight for every foot of terrain and 
watch those flanks! Use the terrain to your 
advantagc, especially rivers. After 5 or 6 turns the 
Prussian IV corps, from Wavie, will relieve the 
east Hank. Victory will now only be a few more 
Vive La France screams away. 



Raymond Hosier 
Green Hall D-217 
Ft. Collins, Colorado 80521 
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Simulating the Art of War 
Part II - 



by J, K. Pournelle, Ph.D. 



In Parr I, Jan-Feb 11, Professor Poumelle 
pointed out that one way to simulate the art of 
war Is through abstracting certain principles, then 
setting up the ™fe so that failure to herd the 
principles is punished. He then examined surprise 
and uncertainty , and outlined rules which incor- 
porated them into play. In Part II, Poumelle 
examines other principles of war and their appli- 
cation to the design of an advanced version of 
Afrika Korps. 

The Principle of Pursuit 

Pursuit is not one of the nine "official" 
principles of war recognized by Ihe US Army; 
but Napoleon and many other Great Captains 
have called it tlte key to victory. In real warfare, 
the enemy does not usually suffer his greatest 
casualties in battle, but in pursuit. It is when men 
break and run that they are killed or captured. In 
fact, in most decisive battles throughout hisiory 
the loser has at the moment of decision held as 
much or more strength than the victor. It was 
later, during the pursuit, that his army was 
destroyed. On the other hand, many battles thnt 
might have been decisive were not, because the 
victor either would not or could not pursue.. For 
example: at Arbela, Darius held fer more strength 
than Alexander, yet the Macedonian lasses were 
almosl trivial in comparison with Persian casual- 
ties - nearly all of them sustained after their 
formations broke and them ran. Alexander 
pressed the pursuit relentlessly, driving his men 
with curses and threats, because he knew thai if 
the enemy ever regrouped lie might not be able 
to win again. On the other hand, King Pyrrhus 
(circa 280 DC) twice defeated the Romans, at 
Heraclea and at Asculum, but each time took 
such losses that there could be no pursuit. As a 
result Rome held and eventually dominated the 
world. Asculum, by the way, is the place where 
Pyrrhus, congratulated on his victory, said "if the 
gods are pleased to grant me such another, I am 
undone " It was the original Pyrrhus victory. 

Now Avalou-HiJl games have pursuit buill into 
the CRT, in a sense. That is, it takes overwhelm- 
ing superiority to achieve victory; and that 
victory is usually far more decisive than ever is 
the ease in the real world. Thus, "D elim." must 
assume pursuit of some kind, otherwise the L 
enemy wouldn't he eliminated at ail. On the 
Other hand, there is no provision for actual 
on-the-board pursuit, and the resulting fruits of 
victory. Look, for example, at Afrika Korps. 
Rommel was a past master at the art of pursuit. 
He drove DAK forward after every victory, 
relentlessly pressing Ihe defeated 8th Army units, 
trying to bag (hem. and, incidentally, capturing 
guns and tanks by the hundreds. 

A second source of unrealism in Afrika Korps 
is the confusion of strategy and tactics that is 
inherent in the move-by-move nature of the 
game. That is. you cannot exploit an enemy 
strategic weakness unless he has also made a grave 
tactical mistake; and in fact tactical mistakes are 
the crucial errors of the game. This is nol itself 
unrealistic, as it was German tactical superiority 
that allowed Rommel the successes he had. 



However, in the real world these tactical victories 
could be exploited in ways not really allowed in 
the game. (And, of course, the real world allowed 
strategic errors, such as Rommel 's dash lo the 
wire.) 

The war in Africa consisted of rapid move- 
ments across long rages, usually not followed by 
battles because DAK ran out of gas; and much 
shorter range but more intense battles lasting 
sometimes for days. The game tends to reverse 
reality. That is, in the real world, German unils 
were outside Tobruch with 3rd recce, plus ele- 
ments of Italian Ariete and Brescia, by April 11, 
only nine days out of Agedabia, In the game, no 
units can get to Tobruch, even unopposed, in less 
than a full month. On the other hand, in the real 
world the Gazala battles including Ihe Cauldron 
crisis, lusted from 26 May to IS June, a total of 
two full weeks and a little bit; during this time, 
units moved rapidly, vast operations were carried 
out, entire armies were engaged, multiple battles 
look place, and the British lost control of the 
whole area around Tobruch. In the game two 
weeks is only one move by each side, surely too 
little playing time to accomplish such deeisive 
results. 

Following Gazala and the Cauldron, there were, 
five more days of battles in the ridges, then the 
capture of Tobruch. By the first of July, Afrika 
Korps was engaged at Alamein, having fought 
battles at Mersa Matruh. Incidentally, most Cer- 
man analysts - and I agree - think that 
Rommel's pursuit of Eighth Army was too 
vigorous this lime. His forces simply weren't up 
lo it. Had he waited lo regroup, repair some of 
his armor and incorporate captured armor into 
Ins force, the final outcome would probably have 
been different. But the point for our article is 
that under the rules of the game, none of this is 
even possible. There can be no complicated series 
of bailies lusting over several 'Mays" with action- 
reaction; such battles take months of game time 
and bring the British reinforcements inevitable 
nearer. Secondly, there can be no dash for the 
wire, no all-out pursuit across Ihe desert, no 
charge lo el Alamein and repulse at Ruwasait. no 
loss of precisely 1 8 tanks lout of only 55) to 
1 8th Indian Brigade with the result that the 
campaign was lost. 

Attempts to change this situation usually result 
in play-balance upsets, and for that matter in loss 
of realism. In the desert world, dashes like that 
cost heavily, although normal movement down 
Ihe road was not particularly punishing. I think I 
have come upon a solution to the strategic 
movement problem Tar Afrika Korps; the rule 
may he applicable lo older games as well. 
Movement Rule for Advance Afrika Korps 

I . Units may trade combat factors for move- 
ment factors at the rate of four movement 
squares for each combat factor. This represents 
equipment losses, fatigue of the men, etc. The 
reduced combat ellectiveness lasts until it is next 
the turn of the player who chooses this option. 
That is, the unit must attack at reduced effective- 
ness, and suffer enemy attacks on it at the 
reduced effectiveness for our turn: it is restored 
al beginning til player's next turn. 



2. The roud bonus for units which begin their 
turn on Ihe road and do nol subsequently leave 
the road is ,1D squares. The road movement bonus 
for units not beginning their turn on the road is 
10 squares. The bonus for units which do not 
possess ihe road is 10 squares. 

Discussion 

The two rules bring the game much closer to 
reality. Rule 1 requires that we use a roster 
system for Afrika Korps, and particularly for 
German units; but this is no bad thing. One of 
the problems of AK is those big German 7-7-10 
units which carinul be risked because if one is 
lost so is the game. A roster system allows us to 
reduce them without eliminating them, makes 
attacks more feasible, and livens up the game 
quite a bit. We should in fact exploit the 
possibilities inherent in this device. After all, 
there aren'l thai many unils lo keep track of. 

The road bonus is still small. It could be 
argued that a 40 or even 50 square bonus would 
be more realistic; after all, 600 miles in a week is 
not blinding speed. At least under this rule 15th 
f)iv. can lake part in May assaulls on Tobruch, 
unfortunately, the effect of the two Riles is to 
make it nearly certain that Tobruch will fall. 
Therefore, we add an ad hoc rule to keep the 
game playable: 

3. Infantry units in Tobruch have their defen- 
sive combat factors TRIPLED. Armored units 
receive only 3/2 as much strength. Armored 
infantry is doubled. 

When we examine this ad hoc rule, we see that 
it makes a lot of sense. Infantry are much better 
employed defending a fortress than armor, which, 
immobilized, doesn't gain so much effectiveness 
from fortifications and mine fields. Also this 
forces the British player to use his armor out in 
the open, which is an additional realism. 

We need another explanation though, posses- 
sion of a road. You possess a road if one of your 
combat units has already moved along it and no 
enemy combat unit has subsequently moved 
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along ii. Thus (he opening move road bonus for 
the German player is only 10 squares. This is 
quite realistic; you don't go charging down a rond 
when you expect combat quite the way you do 
when the road is yours and you're only ferrying 
the stuff along. 

We've eliminated some of the unrealities of the 
movements in AK, but we haven't even touched 
the problem of pursuit which we started with, 
nor have we solved the problem of how to have 
long battles that don't take up a lot of playing 
time. At least we now can have sums long range 
strategic movements, although the historical situa- 
tion still cannot happen in the game. 

Combat Rules Tor Advance Afrika Korps 

I must confess I am not satisfied with the 
following. Unfortunately 1 haven't anything heller. 
Let us begin hy designating the player whose 

move it is as "A" for attacker (although at times 
in the sequence that follows he will defend,) llis 
opponent is D. 

4. Before a player moves, he may declare lhal 
he intends to make emended a Clucks on this 
move, lie then proceeds to move in the usual 
manner, and combats, if any, are resolved. Every 
victorious unit - those of either A or D - may 
advance one square, provided that the square is 
empty of Enemy units. Survivors of any exchange 
are victorious for the purposes of this rule. 
Retreating units arc turned upside down, and 
may not be moved during extended combat. This 
applies to both A and D units. 

4.1 All units taking part in combat during the 
engagement are reduced by one combat factor, 
except that no unit may be reduced to less than 
one combat factor. 

4.2 [) may now move his units as follows: 
Armor, armored infantry, and motorized unils: 2 
squares. Recce units, 3 squares. All others, I 
square. This movement factor is doubled for units 
on roads, but it requires one full factor to enter 
and/or leave roads. D may make attacks if he so 
chooses. He may not enter an enemy zone of 
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control without attacking. D unils in A unit 
zones of control at the beginning of this move- 
ment-phase need not attack, hut if they do 
choose to attack, the usual requirements for 
attacks apply. 

4.3 The new attacks are now resolved. All 
units participating in combat in this phase are 
reduced by one combat factor, except that no 
unit may be reduced below one combat factor. 
Retreating units turned over as before. 

4.4 A nuw moves bis forces Ihe number of 
squares described in 4.2. Combats are resolved. 
All victorious units may move one square. If this 
results in further combat opportunities, A may 
choose to attack or not at his option. 

4.5 F.very A unit engaging in extended com- 
bat remains reduced in combat effectiveness by 
one factor, during D's turn. Every D unit forced 
to retreat during combat moves at 1/2 movement 
faclor, and fights al combat effectiveness reduced 
by nue factor except that no unit iias a combat 
factor of less than one. 

4.6 DURING THE EXTENDED COMBAT 
every unit forced to retreat has its combat 
effectiveness reduced by one factor in addition to 
the one factor subtracted for engaging in combat. 
This applies so long as the unit is upside down. 
Units may be reduced to zero effectiveness, in 
which case they are eliminated if attacked. Such 
units may be reinforced, but not moved. Upside 
down unils are turned over at the end of a 
player's turn. 

Hidden Movement Rule for 
Advance Afrika Korps 

5. The German player is provided with three 
numbered counter called "markers" and three 
envelopes Up to three units may be concealed in 
the envelope corresponding to each counter. The 
markers remain on the board, and the hidden 
units are considered to be on the square with the 
marker corresponding to the envelope containing 
the units. 

5.1 The British player is provided with two 
such markers, and may conceal up to two units 
for each marker. 

5.3 Players must reveal which units are con- 
cealed with a marker if any enemy units places 
the concealed unit marker in its zone of control. 
Markers are automatically eliminated when placed 
in enemy ZOC, but are re-created al player's 
home base. When marker represent nothing, il 
moves us a supply unil would move; when il 
represent units, it moves as the slowest unit in its 
stack. 
Isolation Rule 

b. If an enemy unit is isolated at Ihe begin- 
ning of a player's turn, that enemy unit is 
eliminated at the end of the player's turn. (I.E., 
if I surround an enemy unit, he has only the next 
turn to escape; otherwise the unit is eliminated 
at the end of my next turn.) 

Discussion 

The extended battle rule makes some sense 
without the hidden unit rule, but not a great 
deal. With the hidden unit rule, however, a player 
may bring his farces up for an attack, keeping 
some units concealed. The defender reacts, the 
player attacks, bringing out his strength - and 
incidentally being able to employ, at reduced 
slrenglh, forces used in a previous automatic 
victory. He is able to pursue his enemy, and turn 
a victory into something very large. 
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Given skillful players, this set of rules does not 
destroy the play-balance of Afrika Korps. It does 
change the game quite a bit. For one thing, the 
British player now Imds himsflf forced to use 
much Ihe same taclics lhal were actually used in 
North Africa. On the other hand, changing the 
isolation rule makes things more realistic in that a 
week unsupplied is enough, and now no one will 
go charging off to the other player's home base 
without protecting his lines. 

There are a lot of oilier methods for providing 
realism in Afrika Korps, and in a future article t 
will try to discuss a Tournament version of that 
game, The above is an attempt - a clumsy one, 
I'm afraid to introduce the principles of 

mobility and pursuit inlo Ihe game of AK. If 
anyone wonders why I give the Germans more 
powers of concealment than British, I refer them 
to the campaign, by the way. German air recon- 
naissance and radio security were bolh better 
than Klh Army's, with the consequence that DAK 
usually knew where the British were, while 8th 
Army was lucky to know the location of DAK 
within a hundred miles. 

The AK campaign is in many ways a beautiful 
illustration of Ihe principle that you can't simu- 
late a real campaign m a playable game. There 
were just too many factors at work over there, 
and each rule change usually requires a set of ad 
hoc rules to keep the whole mess playable. To 
top it all off, same of the most important factors 
are so intangible us (o be impossible to assess. For 
example; one reason Ihe Luftwaffe was so much 
more effective than the RAF in the desert was 
the aircraft designs. Another, and possibly even 
more important reason was that the Chief of the 
German Aviation Medicine program for DAK put 
umbrellas and cooling air bottles out on the flight 
line so that Cerman pilots on ready alert slatus 
were cool when they took off. They fought British 
pilots who had been flying for over an hour in 
the desert heat. When the Germans attack British 
bases, the British pilots on alert were already 
overheated . . . Now how do you assess the 
effects of something like that? I happen In know 
Dr. KJK Buettner, who was in charge of Aviation 
Medicine for the Luftwaffe, and he things the 
effect of those umbrellas and air bottles was 
more decisive than the. differences in aircraft . . . 



Conclusion 

This starlet! as a discussion of pursuit, and did 
in fact touch on some of the principles of 
pursuit. The important discovery is that when we 
want to incorporate pursuit into the rules we find 
it gets pretty complex. Further, we see that 
something like pursuit is already buill into the 
AH CRT or we couldn't get the results the CRT 
gives us. We may conclude that Avalon Hill has 
to some extent chosen (probably not deliber- 
ately! to eliminate pursuit as a factor in their 
games, hy incorporating it automatically into the 
combat results table. If we want to have games in 
which ignoring the principle of pursuit costs you 
the game, wc will have to adjust the CRT 
accordingly. When you do that, you find yourself 
inevitably Ihrusl toward the roster system, result- 
ing in a lot of bookkeeping, longer games, and 
probably less fun. 1 would welcome suggestions 
on how to escape that dilemma. 

Prf. J. 6. Poiimelle 
12051 Laurel Terrace 
Studio City, California 91604 
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Vyazma 

Russian 
Emphasis on 
Close Assault 
Tactics 



by Bill Freeman 

PanzerBlitz Situation No. 3, "The Battle of 
Vyazma" is an excellent introductory game to 
this "scries" of games and demonstrates many, if 
not all, the facets oT tactical warfare, BeJieing its 
title, Panzer Blitz, this situation can effectively 
show the inevitable superiority of properly pre- 
pared infantry over panzers in tighi combat. 
Additionally, this game demonstrates and fore- 
shadows many of the problems and Russian 

( ): denotes units under transport. 
Mines: 2-DD-10 

2-GG-2 

2-GG-3 
Xs. 2-GG-5 

2-GG-6 

2-EE-S 

2-GG-l 
(R/161 + R/411): 2-Z-y 
(R/I62+R/42I): 2-V-6 
R/I8I: 2-DD-G 



Although not perfect; this deployment will meet 
all of the above needs superbly. 



Intentions: The German mobility is reduced to 
a snail crawl. Antitank units are generally pro- 
tected from long range fire, all other units are 
poised to counterattack wherever the German 
attempts to run the obstacles (excluding wagons, 
of course.) The three German infantry platoons 
arc of little consequence except as woods piercing 
and spotting units. The Guards and antitank units 
can be quickly moved to counter-attack any 
major assault, in conjunction with main-line units. 
The German will most likely attempt to either 
weaken or force a withdrawn) of Russian infantry 
units from the woods and obstacles with anti- 
tank, H. and M. fire, before the major assault. 
Panzer units will likewise attempt to fire tit 
"range" on spotted units, to aid in this with- 
drawal. The minefields will most likely be 
avoided. 



solutions that the Germans would later face 
before Leningrad, the Mosciiw outskirts, Stalin- 
grad (disastrously), and Kursk (fatally). 

For the Russian, the game can be broken into 
three parts before the German even enters com- 
bat: I) intelligence; 2) terrain; and 3) intentions 
Wilhoul the optional "Hidden Deployment" and 
because of the situation's "Orders of Battle," 
both sides possess a first-rate intelligence of the 
other's strength. This is of primary importance to 
the Russian player: he deploys first. As in !'.U4. 
and to a lesser extent, in Stalingrad., the game 
begins and can end here. 

Intelligence: a. The German units are com- 
pletely know; ranges and strengths, b. Reduced 
range and firepower af PzKpfw 111 over PzKpfw 
IV, c. Luck of significant Russian mobility and 
transport, d. Need to prevent overruns due to 
German mobility, e. Need to engage German with 
CAT due to Russian, immobility and a lack of 
strong artillery support, f. Russian superiority in 
infantry, g. Need to hold at all costs, a "crust" 
situation, due to Russian immobility during a 
retreat: (rout), h. Need for sited antitank, howil- 
zer (H.l and mortar (M.) areas, i. Need to reduce 
German hilltop fire of German antitank, H. and 
M. units. 

Terrain: Necessity for "close" terrain to mini- 
mise German mobility, overruns, and enable 
Russian CATs. Area 1-Y to l-CC would be ideal 
under these circumstances, but this is unavailable 
for blockages ("X"s) and mimss. However, area 
2-CC through 2-GG is quite similar. Consider a 
Russian deployment as follows: 



R/182 


2-DD-5 


R/84: 2-X-5 




R/183 


2DD-5 


(R/12 + R/416) 


2-EE-l 


R/141 


2-CC- 10 


R/61. 2-X-5 




R/142 


2-DD-9 


R/62: 2-X-7 




R/143 


2-DD-9 


(R/31+R/422): 


2-V-6 


R/144 


2-CC-7 


(R/32 + R/423): 


2-V-6 


R/145 


2-EE-6 


R/412: 2-U-S 




R/146 


2-EE-b 


R/413: 2-BB-7 




R/141 


2-EE-2 


R/414: 2-CC-fi 




R/148 


2-EE-2 


R/415; 2-CC-2 




R/K4: 


2-X-7 


R/33; 2-CC-7 





It is essential for the Russian to use the woods 
and CAT to attack the German units stopped or 
dispersed on top of mines or Xs. Exception to 
overruns in 2-CC-9, should the Germans cross or 
withdrawal to hills and next wood line. Antitank 
units must be used at the last critical moment to 
aid in the defeat of German units on the 
obstacles. F.ven so, many will lost. Under no 
circumstances should Russian units retreat across 
clear terrain, overruns will quickly decimate 
them. H, and M. units can be withdrawn to 
Bcdnost should Panzers breakthrough to the rear. 
Some protection by infantry would be ideal. In 
any event, as long as a line is held intact with 
units and/or fields of fire: the German loses. 
Finally, unless I'm down on my Russian, the "y" 
in "Doroya" should be a "g" for "Doroga" = 
meaning "road." 

Bill Freeman 

4307 Durond Ave , Apt. 207 

Racine, Wisconsin 53405 



Confessions 

of a 
Game-aholic 



by Dave Slick 

with the permission and 

help of my wife 

Those of you who enjoy a pleasant husband- 
wife wargame relationship as described in pre- 
vious issues of the GENERAL should count your 
blessings, fot the good will which the typical 
wargamcr's wife displays toward the typical war- 
game is seemingly not a universal quality on the 
pari of the former. My spouse, for example, is 
not intrigued at all by the prospects of wargam- 
ing; and thus I feel that it is time I set the record 
straight by presenting the "other side" of the 
family-wargame story. 

First, a little background information is needed 
about the combatants so that you can better 
appreciate the subtle aspects of the ensuing 
marital war. Cindy and I were married in October 
1969. Cindy is now 17 years of age; I am 19 
Cindy and 1 have a small baby girl and a similarly 
sized income, earned solely by my part time job 
and subsidized by my scholarships at A.S.U., 
where I am a full time student. I started 
wargaming in 1965; between '65 and '69, I joined 
many small wargaming dubs and I had several 
period of inactivity; however, in 1969 my war- 
gaming commitments and general level of war- 
gaming activity rose fo unprecedented heights. 
The final point of background which needs to be 
made is that prior to our marriage. Cindy 
promised me that she would "learn" ai least 
three wargames "soon after" our entrance into 
the blissful marital state. Thus the stage is set for 
the hlow hy blow description of the events which 
led me to write this article. 

The trouble began in June of 1970 and lasted 
through the summer, the period of time in which 
the only thing which matched the fury of the 
intolerable Arizona sun was the fury of the 
equally intolerable atmosphere which existed in 
our home. If you've ever spent a summer in 
southern Arizona you know what i mean. It is 
easy to sum up my wife's feelings at the lime by 
using her own words: "I hate wargames, war- 
gamers, wargaming, war movies, gaming conven- 
tions, gaming magazines, gaming clubs", and so 
on. Cindy made no attempt whatsoever to learn 
how to play any of my "stupid games" as she 
called thein; and she made no attempt at being 
pleasant with the few people who came to play 
me in person. Cindy and I were at each other's 
throats constantly with our petty bickering 
worsening matters hy the day. Our marital rela- 
tionship was suddenly perched on such a shaky 
foundation that in a desperate attempt at com- 
promise 1 deliberately pulled a wargaming no-no 
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by "Ihruwing" some of my PBM contests (which 
will probably cost me a tournament Stalingrad 
title). However, this was not enough, and matters 
worsened still. Finally, September tame and (lie 
changes effected by my change in daily routine 
brought an end to the "war". 

Now before the women's league of wargamer's 
wives and fiancees comes crashing down on my 
mailbox, allow me to examine the causes of those 
events which included my schedule, the hahy, my 
occupation, and our ages. 

Probably the main contributor to the crisis was 
my daily schedule, which ran typically as follows: 
one, 7:30 A.M. - go to work; two, 5 P.M. return 
from work, shower; three, 5:30 P.M. play war- 
games, either FTK or PBM, and eat; four, 1 1 P.M. 
go to bed. On weekends I merely substituted 
more of number three for numbers one and two. 
There is now little wonder in my mind as to why 
Cindy exhibited such hostile behavior; all of my 
spare time was devoted to my hobby, which had 
become a second full time occupation. 

Another major contributor to our troubles was 
the baby. I wasn't much help to Cindy in those 
first few months with the baby; my wife was on 
twenty-four hour duty as I had a habit of 
sleeping right through those midd!e-of-the-night- 
sessions. Those of you who have had children 
know what I'm talking about, those of you who 
haven't have an unforgettable experience awaiting 
you. 

I'm sure that my job did not help matters any. 
1 worked (and still do) as a transformer-re pair- 
plant-yard-laburer. The eighl plus hours of one 
hundred plus degrees in the sun each day burned 
away what was left of my patience and common 
sense. 

I feel that the final contributor to the illness 
which struck my home litsl summer was the fact 
that Cindy and I are young. I'm sure that you are 
all familiar with (he fact that the divorce rate 
for young married couples in this country is quite 
high, 90% last i knew, So while our disagree- 
ments did not reach that conclusion, I assert that 
it was more natural (for lack of a better word) 
for us to fall into disagreement than, say, an 
older couple. 

Nowadays, I still play my games and Cindy 
doesn't like it, but things aren't nearly as bad as 
they were before. Perhaps it was just a matter of 
growing up on our part. However, two facts stand 
out: one, I have not purchased a wargame since I 
was married; which reflects point two, Cindy 
Slick is hot exactly in love with warganiing, 
which proves that there is at least one wife who 
does not share her husband's enthusiasm for this 
hobby. 

That brings me to the real purpose of this 
whole article. Cindy and I are relatively sure that 
there must be others who have suffered or are 
suffering through similar plights. We arc inter- 
ested in contacting these people for the purpose 
of exchanging helpful correspondence on the 
subject. We hope that we have shown others in 
similar circumstances that they are not alone; and 
we hope that we have been helpful to at least 
one other couple. And for those of you who arc 
still bachelor wargamers beware of the conflicts 
between women and wargames. Your most 
serious strategic and tactical challenges may arise 
off the board. 

David P, Slick 

3308 N. 66th Street - Apt. 2 

Scottsdalc, Arizona 8S251 



Ostrieg 

by Mark Teehan 

Avalon Hill's game of Stalingrad is certainly 
one of the big all-time favorites of most war- 
gamers, whether they be veterans or beginners. 
Prohahly because of Hits, many articles have 
appeared in The General dealing with Stalingrad 
and have covered the broad spectrum experienced 
by individual wargamcrs. This still, however, does 
not change the fact that no comprehensive, 
strategically and tactically detailed article has ever 
been wrilten on the German side in S-grud In 
this article, I hope to change this situation, 

GERMAN TACTICAL DOCTRINE 

Although it's strategy in S-grutl I hat will 
ultimately make or break the German com- 
mander, let's start with a discussion of some of 
the more salient tactical concepts which should 
govern the German conduct of operations. Sound 

tactics are important to the German in S-grtiij and 
are acquired through experience. 

I. Type Tactics 

There are two different types of tactics which 
you can employ as German coinmander-ailiiihila- 
tive tactics and exhaustive tactics. An example of 
annihilative tactics would be executing 4) 3-1 's 
Instead of, say 2) 6-1's: exhaustive tactics would 
be the opposite - the 2) 6-1 's instead of the 4) 
3-1 's. Annihilative lactics are clearly superior lo 
exhaustive tactics even though they will result in 
heavier German casualties. Your tactical object as 
German commander is to destroy (annihilate) the 
Soviet forces adequately enough to permit your 
strategic aim being reaiized-capfure of the three 
big eilies. You must realize, however, that the 
choice of which type of tactics you employ is 
not yours, but the Russian player's. If, as an 
example, after the Nemunas River is broken, the 
Russian player stands and fights, i.e., lines all his 
units up between Riga and Minsk (a la Thomas 
howler's "Tactics of Defense"), you can employ 
annihilative tactics. Any tune the Russian stands 
and fights so open, undoubled terrain allowing all 
his units to be hit, instead of delaying with a 
minimum and holding the rest in reserve, hit him 
with all you've got. The key to success with 
annihilative tactics lies in the soakoffs - always 
soakoff at a minimum of 1-3. If you run 3-4 
soakoffs at poor odds (1-5,1-6), chances are that 
you'll lose most of those units and then, only 
then, will it become a battle of attrition which 
the German eiin never hope lo win. Another 
possibility with annihilative tactics is the 1-1 
"blitz." Once you have broken the Nemunas R. 
and the Russian has lined all his units up from 
Riga to Minsk, hit him with about 6) l-!*s. 
You've got about 50% chance of eliminating 
three Soviet units, and by employing Rumanian 
2-2-4's with 4-4-4's and 5-5-4's, you'll minimize 
your critical German losses. The important thing 
to remember about 1-2's and 1-l's is: "Mass, not 
driblets." As Guderian used to say, "Klotzen, 
llicht klechem" ("boot 'em, don't spatter 'em"). 
One or two 1-2's or l-Ps are mere pinpricks 
which require either much tuck or telekinetic 
control of the die in order to produce satis- 
factory results. Four or more 1-2's against a river 
line, on the other hand, will generally be enough 
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to guarantee success. An exception lo the "Mass, 
not driblets" rule is the 2-1. Here the potential 
losses of a tactical defeat are so high, inspitc of 
the basically low probability of defeat, that only 
one 2-1 should ever be attempted in one month. 
There will be critical times when you, as German 
commander, will be forced to resort to a 2-1 ; this 
should never occur much more than 2-3 times per 
game. 

There will come a time in every game when 
the German must switch to exhaustive tactics 
(quality 5-I/+ attacks) which emphasize advanc- 
ing with the least possible casualties (unfortu- 
nately for the enemy as well as yourself). The 
basic reason for this is the insufficient number of 
German units to cover long defensive fronts and 
simultaneously conduct a full scale offensive. This 
situation is in turn aggravated by German losses 
and their inability to be replaced adequately. 

II. Initial Operational Tactics 

Now let's discuss initial tactical operations 
along each sector of the Eastern Front, starting 
with Ihe Central Front (from the Baltic, R-28 to 
Brest Litovsk), where Army Groups North and 
Center will usually be operating. The single most 
important tactical operation on this Front is 
breaching the Nemunas R. line (and not, inci- 
dently, capturing Brcst-Litovsk) by Julv 1941 
(that's July '41). In this context the indirect 
approach should be employed on the tactical 
level - Brest will fall indirectly as you advance 
on its flanks, the central Nemunas and Lwow 
gap. Contrary to what others have said on this 
suhject, the most important square in the 
Nemunas R. Line System is V-l 9- this is where 
you want to break the Nemunas. 

Now let's move down to the South Front, 
from BB-15 SE to the Black Sea. where Army 
Group South will be operating. In South Poland, 
Hie prime tactical operations of Army Group 
South are breaching Ihe Bug River Line System 
and opening up the Lwow gap. The Soviet 
defensive position which is key in this area is 
CC-14; without Soviet units at CC-14, EE-12 on 
the San River becomes untenable as a strong 
defensive position. The mountain position GG-1 2 
is also important once you shatter the Soviet 
border defenses. Turning now to the southern 
portion of Army Group South in Rumania, the 
key tactical operation here is breaching the Prut 
River at NN-14. If the Russian is experienced 
you'll find cither a 6-9-6 or a 7-10-4 at NN-14; 
otherwise, against a 5-7-4 or 4-6-4, youll have no 
trouble in getting a 3-1. Against a 7-10-4 or 
6-9-6, attack NN-14 at 1-1 surrounded and add 3) 
l-2"s along the rest of the Prut. 

III, Miscellaneous Tactical Principles 

1. When attacking with armor at 3-1 in open 
undoubled terrain always provide infantry sup- 
port to cover any exchanges. Your Panzer units 
are your trump cards and they must be kept 
intact. This is especially true early in the game. 

2. Try to build up your replacement balance 
early in the game lo cover possible armor 
exchanges which might occur when attacking a 
double river position at 3-1. 

3. After May 1942. utilize 2-2-4's and 3-3-4 's 
as infantry replacements as much as possible in 
order to compensate for numerical shortages and 
increased defensive frontage. 

4. The key to crossing rivers is to create an 
operative front of sufficient length so as to 
stretch the defenders resources and thus allow 
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ynti to cross at enemy's weak points Tlie smaller 
the river line frontage that the Russian has to 
cover, the easier it is for him to concentrate his 
forces on the small area threatened and frustrate 
you attempts. 

GERMAN STRATEGIC DOCTRINE 

I. German O/B 

Before moving up to Finland, let's suggest the 
use of an O/B for the German in S-grad; the 
German commander needs an O/B to facilitate 
both operational planning execution. A model 
O/B would have 4 Panzer Armies, 1 Punzer- 
grenadier Army, 8 Infantry Armies, and 1 
Mountain Army (5-5-4 and Rum, 2-2-4 to operate 
in Finland) for the German forces. The Finns and 
Rumanians should be organized info 4 Infantry 
Armies, 1 each, A good way to group your 
Panzer corps is as follows: 1st Pz. Army (24 
factors), 2nd Pz, Army (18 factors. 2) 7-7-6 & 1) 
4-4-6), 3rd Panzer Army (IS factors, 3) 6-6-6's), 
and 4th Pz. Army (IS factors, S-S-6, 6-6-6, & 
4+6). 

II, Finland 

Finland is literally and geographically In a class 
all by itself in S-grad, One cardinal rule regarding 
Finland which will always serve you well is: 
Never underestimate the importance of operations 
on the North (Finnish) From. Although a side- 
show for both sides, it is the German in Finland 
who can more or less relax while the pressure is 
on the Russian. The Soviet commander must 
rapidly liquidate the Axis forces in Finland so as 
to Tree all available units for action on the 
decisive Central and South Fronts. By conducting 
a withdrawal in Finland along sound tactical lines 
the German player can achieve a decisive success 
in ticing down valuable Soviet units which are 
desperately needed elsewhere by Stavka. The 
basis for any German operations in Finland 
should be Carl F. Knabe's "In Defense of 
Finland" (Vol. 2, No. 6 - March, 1966), except 
with a 5-5-4 instead of a precious 6-6-6. Your 
Finnish trump card as German commander is the 
weather when the Russian packs up to leave in 
Nov. 1941 at the earliest, there's a 50% chance of 
snow! Remember - delay, defend, and never, 
never attack in Finaldn (assuming Stavka stations 
6-10 units on the North Front). 

Hi. Strategic Defense Evaluation System (SDES) 

The primary purpose of the SDES is to 
pinpoint the weakest sector of the Eastern Front 
Tor you graphically and thus help you select the 
operalional plan best suited to the situation. You 
want your main blow to hit the weakest Front of 
the Soviet defense. Basically, the SDES consists 
of figuring out how many defense factors you 
opponent has on each Front, converting it to a % 
breakdown, and counting the number of 5-7-4's 
and 7-10-4's (6-9-6) he has per Front. These 
results are then matched up with corresponding 
figures (per Front) for a sound Soviet defense - 
where discrepancies occur for your opponent's 
defense, you simply penalise him. At the end, 
you just tally up the minus charges, and you have 
a composite evaluation of his defense, I don't 
have room here to include the Evaluation Pro- 
cedure and Interpretation of Results (you may 
write me for further details) but the criterion lor 
judgement are as follows: North Front (Finland) 

31% (68 defense fctrs.): Central Front (R-28 to 
Brest incl.) - 32% (71 def. Tctrs. = critical 
strength level), 6) 5-7-4's 2) 7-10-4's (6-9-6 for 



one allowed); & South Front (BB-15 to Black 
Sea) - 37% (15% from BB-15 to GG-12, 22% 
south of GG-12), (81 def. fctrs. = critical strength 
level), 6) 5-7-4's, 1) 6-9- 1) 7-19-4. Avalon Hill's 
"Suggested Defense" has a rating of -5 (-4 on the 
Central Front, -1 on South Front, therefore, your 
main attack vs. Central Front; interpretation => 
Average, Fair, OK. The "Sliagrin Defense" which 
appeared in the General has an SDES rating of -i, 
all charged against the Central Front. The SDES 
interpretation is "Good, Playable" - Mr. 
Shagrin's defense is the best that has appeared in 
The General. 

IV. Operational Strategy 

Now we come to the crucial core of German 
strategy in S-grad German operational plans can 
be classified into two types: 1) the basic "which 
city first" type (unorthodox political-socio- 
economic) and 2) the mole detailed and subtle 
type which emphasizes above all destruction of 
the Soviet armed forces first and then capture of 
the three big cities (orthodox military). A 
characteristic of the unorthodox-political type is 
the "independent" capture oT one city (Stalin- 
grad) by secondary forces while the other two are 
taken successively by a strong main force. On the 
other hand the more orthodox military strategy 
usually concentrates all available forces on each 
city successively, depending heavily upon a suc- 
cess fu! "type" strategy - that of annihilation. 
Against a competent and experienced Russian the 
only operational strategy which has even the 
slightest chance of success is the orthodox 
military (5% at that...). 

The first basic guideline in formulating opera- 
tional strategy is always keep your main strength 
concentrated - don't dissipate your armor along 
the length of the Eastern Front. Always keep a 
minimum of 3 Panzer Armies operating together 
(usually the 1st, 2nd, and 3rd, with the 4th 
separate). Ideally, all four should operate to- 
gether, The second operational guideline is that 
of surprise/deception - always try to keep the 
Russian guessing as to your intentions (like where 
your massed Panzers will strike next.) Shift your 
massed armor north and south Of Brest-Litovsk 
early in I he game so us to keep the Russian off 
balaiice-if you 1-1 "blitz" in the Center, employ 
your armor in the Lwow gap for that month. 
Another important guideline to follow when 
formulating operational strategy is never employ 
the bulk of your armor in Rumania Ihe 3-river 
system is too restricted jind your ability to switch 
massed armor around Brest is destroyed (surprise 
gone). The key to Rumania is either assign the 
minimum number of units needed to hold the 
Prut River Line, or assign 3-4 German Infantry 
Armies and 1 Rumanian Army to crack the River 
lines never something in between. 

Whichever type of operational strategy you 
decide to use, be it the unorthodox socio- 
economic type or the orthodox military, you'll 
have to further decide which of the three cities 
lo take first (of course in the case of orthodox 
military strategy "this is a secondary considera- 
tion). Stalingrad can be definitely ruled out as a 
first abjectivc/city. The laws of advance in S-grad 
would prevent you from taking the city which 
before Nov. 1942, and even then you would have 
io commit the hulk of your armor. Moscow is a 
tempting "1st city" target to most German 
commanders - certainly if it can be captured 
during the summer of 1942 the German situation 
is ideal. The problem with Moscow is how Lo 



take it as the first of the three big cities it's an 
extremely tough mil to crack (realistic first city 
capture dale vs. competent Russian Sept. 1942, 
if at all). The "Moscow first" people usually 
never even reach Moscow, much less win the 
game; they attempt to take Moscow directly from 
the west when the bulk of the Red Army is slill 
intact and able to concentrate in the confined 
Rzhev-Smolensky-(Doepr R,)-Orel triangle for de- 
fense of the capita!. The bulk of the Red Army 
must be destroyed or seriously weakened FIRST 
before Moscow can be taken as your first cily. 
Therefore, if yon ever decide on Moscow as youi 
first city, use an orthodox military operational 
plan (with a strong "type" strategy of annihila- 
tion) as your strategic guideline. The best way to 
take Moscow (at all) is second- after Leningrad is 
taken. Although its capture first by the German 
is not nearly as decisive as the capture of 
Moscow, it does not pose all the thorny opera- 
tional problems which the capture of "Moscow 
first" presents. Leningrad is the only one of the 
three cities that can be taken at a comparatively 
early dale (May 1942 vs. a compelent Russian), 
thus cutting the Soviet replacement capacity by 
1/3 before the crucial '42 Summer Campaign, 
Against a competent or super-expert Russian, 
Leningrad will generally be your best "first city." 
If you operate the way J.K. Norris does with a 
strategy of exhaustion the whole game, you 
better aim for Leningrad first- il's really your 
only choice (chance?). 

In summary, remember to carefully evaluate 
the initial Russian defense using the SDES - this 
will show you his weakest Front and indicate the 
best location for your main attack. Then decide 
on a basic operalional plan which includes an 
O/B, strategic phases, and a time-table/objectives 
chart. The important point is to decide what 
you're going to do strategy-wise before, your first 
move, and then act on it. Your best method is to 
formulate, self-wargame, and then revise (if neces- 
sary) several operational plans before playing a 
real game. In effect, you'll be conducting a 
"slrategic/tactical staff study" to test and resolve 
any problems associated with your operational 
plan. Some uf the questions such a "staff study" 
could resolve would be "how many Panzer 
Armies should be allotted to Army Group 
Center," "how many infantry armies should 
Army Group South have in Rumania," and "what 
is the earliest possible time that the Divine and S. 
Bug could be breached." (all as examples). The 
answers Lo questions such as these would depend 
on the framework of the specific operational plan 
being considered, (e.g. "main drive from Center 
objective Leningrad with subsidiary drive in 
South," "converging attacks from E. Prussia/ 
Rumania intermediate objective Kursk followed 

by all-out assault on Moscow from S/W, S, &. S/E 
with defensive lines Divina R.-Smolensk and 
Dnepropetrovsk-Kharkov-Voronezh." or "main 
attack launched from southern flank - S. Poland 
and Rumania objective Moscow with Nemunas 
held defensively"). Finally, your decision on just 
which operational plan to implement will depend 
on the initial Soviet defense. Here wc have the 
(rue "wargame" - testing a preconceived opera- 
tional plan before it is executed in the form of a 
real war. 

Mark F. Teehan 
Sauiidrie 

Marlborough Woods 
Halifax, Nova Scotia, Canada 




After reading Raymond Hosier's article, "A 
Shocking Ften-eh Victory," I fail to see how it 
became the "Plan °f the Month" (in the Jan - 
Fob. 1971 issue). lrregflrdlf»*J of the most bo If rant 
maneuvering done betureFiand, any plan which 
rests. Eft final results upon a series of 2 1 attacks 
is certainly dot s sound plan, by any standards. 

First, after initially obvious maneuvers, Mr, 
Hester suggest* making a 2 1 attack en the 
Guatre Bras ridges "if possible" The entire 
concept of mskmg attacks at 2 1 odds is faulty. 
Common sens* should tell you that the orobablli 
ties of success are nor high Therr? are two 
possibilities of success; two of a too expensive 
success, an exchange, and two ul defeat. Thy 
minimum attack a commander should make is a 
3-1 to ensure suix^ss, at least til gaining position, 

Ai ^ny rd[B, iiu envisions the eventual French 
seizure of Guaire Bras by 9 AM on rhe 17th. 
This is a bit too late in the game, unless they 
have also eliminated a very large part of the 
PA A army (which will pmhably not be accomp- 
lished by making 2-1 attacks!. Also, 7 factors of 
cavalry \t cartainly not sufficient io tie down 
enough allied troops at Nivelies to yield rtamiw? 
results more quitkiy ^t Uuatre Bras. 

"This leads to th« final and crucial step;" a 
series of 2 1 attacks everywhere "Thar's exactly 
what the P-A-A rioean't expect.' It is probably 
true that no competent player would expect the 
French to gamble so foolishly. An attack on 
morale I* only effective >' 'T not only is unexpect- 
ed, bolt is also based on sober ttriculation, and 
leaves the enemy in such o disadvantaged posirion 
that he hss no alternative other than a desperate 
Counter-measure, which will probably fail, 

A Ides at the wrong point may throw away lbs 
chance thai The French had for victory, Success 
in these 2-1 attacks will, of course, briny about 
the tout and defeat of the allied army. For thai 
matter, a group of successful 1-1 attacks would 
produce the same effect in this, and indeed, most 
waryamas. 

However, a wargarnE! is essentially a contest of 
skill and an exercise of the mind. As such, 
dealing opponents by making 2-1 attacks, with 
impunity is meaningleu. There are times when a 
2-1 attack is the only alternative to flat failure 
{as in the AH version of Stalingrad with the 
Germans against a good Russian defense) , but 
even if they must be made, the idea is to 
calculate the risk involved with the possible 
results of a successful eomhfit And determine the 
best piflce to launch such an attack. Apparently, 
Mr. Heifer is used to exceptional luck when 
rolling these odds. 

Looking over his campaign idea;, it is obvious 
to me that he compensate* fur dm lack of 
method and subtlety with which the first pan of 
his campaign is conducted by his own good luck 
in rolling uncaieulated Z-Vs along the entire allied 
line, I only wish ha had not tried to persuade 
oihers (who may not bo m lucky as be) to U3e 
his own poor tactics in the hope of liirjlW 

Mr Jeffrey M, Bale 

7645 N. Sheridan Road 

Chicago, III. fiQ626 

Gentlemen; 

! want to thank you for the excellent coverage 
yuii gave our upcoming convention in the Jan- 
Feb isiue of the Gttrterai. Thine* are mouinjj alonij 
smoothly towards finalizing our plans. I enclose 4 
copy of the Contention Newsiettei No. 1 for 
your rnfonrtftion, 

To correct a few items in the -lan-Feh report' 
you will notice admission to the convention does 
not iriciudt the tournaments, as one might think 
your report implied. A schedule is not available 
from me - this newsletter is, at 10 cents a copy, 
refundable with any reyistialion (registration also 
includes the 3 issues we will be putting out}. No. 
2 will have accommodations, more events in- 
formation, and No. 3 will have iht schedule. No. 
2 will be out by 3/1/71, also 10 cents. The 
banquet menu will be fruit cup. assorted relishes, 
green salad, baked Virginia ham, noshed pota 
toes, two vegetables, rolls and buttor, ice cream 
and cookies, and coffee_ This is our 1st East 
Coast convention, not our second. Brochures are 
in limited supply and are sent only as ihcy last_ 
Prire lisrc fire not fixed as yel r but will be feiriy 
ertensiv* for th* AH 1 tuurnamsnl, having cash, 
trophies, and -j(M subscriptions to 8 places. The 
naval tournies will have specially designed 
truj.hies with the Massachusetts in 1-T200 scaie 
mounted atop ihem. 



The Capital Chapter will hold a "msnicon" 
March 13. Tom Karwaki should Supply you with 
info on it. The SiCL will be throwing two small 
tournaments — gftfl b) one of the S "basic" AH 
tournament games, and one in Tony's Snk ths 
Bismarck grime using search and naval miniatures 
in one game. 

Thanks again for the coverage. 

Fhil Fritchard 
Commissioner, 
International Affairs 
Harvard University 
Retards Hall 303 
Cambridge, Mass. 0?13a 



To the Editor: 

I note that earh month a fair number of eds In 
the General request information regarding various 
nonAH wargames. I hare nwdtr ^ list of uver ^0 
such games for my own use, since In some cases 
this information is hard to come by. I am in the 
process of duplicating this iist, and will be happy 
to send a copy off to cneh nf the firsi ?0Q or so 
leaders who request it and send n»e a stamped, 
wl f-addrw65tfd ynvyiope to '«iurr= 't in. My list 
includes the name of each wargame, the price and 
at (east one pl$ce from wh^ch it may be ordered. 

J. Richard Wagner 

2933 Worth IB 

Milwaukee, Wisconsin 53210 



Denr Sir^. 

... I had last played an AH game while 
attending the Armor Officers' Advanced Course 
b* Ft r Knox in IS&g, It was observud by my 
opponent (an Infantryman! that Baltic of the 
Bulge should require as a prerequ^ite completion 
of the caffler course. This was, to be sure, due in 
pari to the relative incapability of Infantrymen to 
grasp mobile warfare. In Pan?erMi&, however, I 
thhok you may have ntade his awed statement 
prophetic. 

The new game is strikingly more versatile than 
its ancestors, due largely to the m^pbegrd. In 
addition, it permits considerable exercise in the 
science of task orgeni(?tion (stressed 3d naaseutti 
ifl Career Coune), Application of the task force 
concept i& basic to Panzcrblitu, and the pffiyeT 
iearns many painful lessons in this fundamental 
consideration without the loss of life attendant to 
such lessons in combat. 

Having commanded tank and mechanized 
infantry units in combat, and amtoied cavelry in 
training, I was skeptical after the first reading nf 
the rulfls. The reservations largely disappeared 
after "hvefire" pract>ce. I feel, howevur, that 
certain features beg 'or comment; 

Branch antipathy aside, I limply cannot swal- 
(ow the striking way in which the WESPE and 
HUMMEL batteries dominate the battlefield. In 
most cases (e.g.. Situation No. 12) the batteries 
are used in an interdicting role - indirect l\m. I 
suspect that at leatl one person on your staff has 
tried 1 to hit a moving tank with n large-caliber 
indirect fire tube directed by FQ, Assorted 
orientals have tried it on me, and it is just not 
affective enough to warrant the inflated AF The 
(justifiable) lack of counterbattery capability in 
the Ruwiibii eiumants adds 10 this virtually 
unchallenged dominance. This AF r I feel, should 
be reconsidered, particularly when applied to 
lank unite. 

In task-organizing, I find myself using your 
organizational tables in thu Campaign Analysis 
booklet. Sometimes, however, the TO&E and list 
of counter do nor balnnce out I am sure this is 
due to legitimate losses that occurred prior Lo the 
actual situation's occurrence or simply modifica- 
tions due to equipment shortages In such situa* 
tifjns you might have spared the player some 
anguish by detailing the actual task organization. 
Despite the above nigghng grlpra., I feel that 
Penrerhiite is a real breakthrough in concept, and 
hope to see games using iliu same concepts and 
different scenarios. I hope to find some AH fans 
in the Knox area. 

Timothy R. O'Neill, Cpt., Armor 
LL S. Army Armor anri 
Engineer Board 
Fort Kngx, Kentucky 10121 



Dear Sir; 

Your newest game, PaMCfbhu, is a master- 
piece. When I first ordered it, I did so only in 
maintain my collection* gt all your wargames. 
.|...i.irn."ii] Irom vour previous release, I thuuylit 
that it would be a unplayable monster with 352 
units. But you' use ul several playable situations 
Hnrt the German and Russian unit organization 
information make it the hest one you've put out. 

Greg Degi 

22A Sheridan Ave*. 

Fort R. ley, Kansa* (36442 



Dear Sir: 

Recently, I acquired your Eatest release, Panzer- 
blitz, I found it to be a most flexible and 
entertaining game. I have an objection to one 
fule, however. That is the rule that forbids all 
vehicles from crossing the wuudud green he* 
sides. 

In view of the other rules m other A.H. games 
that prohibit armored units from entering wood- 
ed areas, it was not suprising to find such a rule 
in Pamerblifz, However, I fee! that it is unwar- 
ra.Fi Led. 

As a former armored officer in the Army, I 
found that the only true natural harriers to 
armored uuhiute£ are water and slupes. VegaluLion 
in any form cannot prevent a full tracked 
armored vehicle from moving. It can and does 
slow down any vehicfe, but it is not impene- 
trable. I make this statement with the experience 
of an armored cavalry plmnon leafler in Vietnam 
m particular. 

This assertion requires some clarification. 
Tanks can knock rather large trees over without 
difficulty With an experienced driver Lh« danger 



9th to™ move. You have lost a CP12031, a 
20mmf6U, a 20(4}mm(53t, a 50mra(2l}, and a 
security ptatoon(123]. Th« Russians have iost IB 




nf throwing a rrock is minimal. Any jree That is 
too large to be knocked Over is also too large to 
grow side by side with another large tree. This 
holds true for targe groups of trees es well. To 
summarise, any tree that cannot be simply run 
over, can be bypassed, Smaller tracked vehicles 
have the seme quality in that they can move 
through smaller openings between those trees that 
they cannot run uvei„ 

Movement through wooderi hen sides in Panr- 
erblitz for t'uit-tracktd vehicles coufd accurately 
be Lreatad in the same fashion as movement 
across a barrier. 

Ail of the preceding is not to imply that there 
are not problems for armored vehicles maneuver- 
ing among densely grouped trees. Firepower is 
limited hnth by ths vegetation end by the 
difficulty in moving turrets since tlie gun tkibet 
on tanks can be obstructed by nearby trees. This 
cftuld be handled by reducing the attack factor of 
armored units by 'ft an the turn after they cross 
the hex side. 

Of all the terrain features on the PanierbliUi 
game boards, the ones most likely to be barriers 
to armored vehicles are the gullies and stream 
beds. Often sucli teirain faaturtis have savers 
slopes, on one or both sides resultinu from the 
water washing away the soil along the bottom of 
each bank. Further there is often MUD at the 
bottom of the most innocent inn-king stream. 
Thus these terrain features combine the two 
elements that piohibit armored movement, water 
and slopes, Perhaps it would be accurate to treat 
gullies and streambeds othsr than fords as barriers 
also. 

Michael A. Plesko 

6S?fl N Sheridan nd, 121 

Chicago, 111.60526 



possible chance to preserve a German Marginal 
VictorVn 

Simply flH In the areas of the chart below. 
Under the attack section till in the number of the 
battle that, ench individual unit is participating in, 
Number your battles consecutively, with CAT 
attacks following direct tire attacks Be sure to 
compute the correct odds for vour attacks Icon- 
sidaring range, types of units attacking, eicj, 
Also list final positions of units whera Indicated 
Clarity, organisation, and economy of movement 
will be factors in determining winners. 
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The Question Box 



Whvn autism ttutg questmnx rn w.t far aHXivert, 
please fif/tv ffli loliuwins: 

J.) Include a stamped, wlf-addreswd envelope. 
The k'twrt that mclnde one art umiWfd pffif. 
TTicue (fiffi i/a fiev org &ti$&$rfd luit, as u re<m!t r 
these fatten, g*1 bnfk lu you as laasi a week laser 

2) If your question refers to » -tpenfir Yffun- 
Hun, please inch/de a diagram of the sftttfttf&ft. If 
Jakes a good dtrat of time to answer the letter 
tnhenvise. whhii will deiay your repiy. 

3.) We wish we could answer technical ques- 
tions and do inteweh for yon, but thv lurfttr 
amount of mall we receive prohibits this. We wilt 
be glitil to answer questions on the pfoy of the 
gantv, but we carina;, stnf'urtunaieiv, answer flume 
on technical or hltaorlcal points nor can we 
research data for those aj yvit designing >'°Hf 

4-} Keep orders and oilier mail separate from 
question* Separating the items a] your letters 
inta dsfferem departments taken rime and delays 
your repiy. 

BULGE questions and answers to dale; 

Q r In Hie D49& Game, 8tfl new unit* enter or 
pass through the /OCof "engaged" umitii 1 - 7 
A. No. 

Q r Arc units m fotftfClS&S required to withdraw 
or counterattack when sin "Engaged" or "Con- 
tact" is rolled? 

A. No. Zones oi tontrol do nut "pais llii-juyli 
fortress walls,' 1 Units inside -sit- never required La 
attack nr withdraw even though adjsce.nl fo the 
enemy Of eourte, die revere also is true 
Q. Suppose the 1S5 attacks and defeats a unit 
of FR7' iT then moves onto the vacated square 
Bui this Unfit on RRG mid R.R8 Lire engaged; thus 



the US muiiuL du anything, in that sector- Can 
the I S.S hack out of ,h,n square in its next (urn? 
A_ No Pulling buck would mean moving through 
enemy ZOC The ISS has unwillingly committed 
itself to battle by advancing after combat on Uie 
previous turn 

Q. After an Engaged has been rolled, can the 
attacker bring up reinforcements if the defender 
does not c\eieise his option to do so 1 - 
A. Yes. 

Q f If German units are immobilized by u SAC 
;itracfc and an: forced to retreat in a ground 
attack on the next turn, are they eliminated 

A- Yes. 

Q, If a unit moves directly from square UU14 to 

TTI9. litis it used its entire movement allowance 

tor that turn? 

A, Y». riuwwei, "I is possible to move from 

UUI8 to BB33, from NN25 to KK23. frum 

UOIS ti5 MM.^S. or from MM25 lo RR30 in one 

turn. It i* NO' J possible to move from TTIS |q 

(CK26, or from LL 1 2 to JJ14 in one Lum, (We 

jisstimc ii muveiriL*nl fturtnrnf it here j 

0. In rcfe-rent"*; to the optional ruie mentioned 
only nn lire la«it pdgc of Che ^pi?ndiH (llm'Hrtg 
German attacks to two per road), it German unih 
are uompkHdy ^urruundcJ. may tiwy |mm,,m'i^ 
in jiii litndt by uivits from outside the encircle 
ment? 

A, Yes, If any of the units in an attack am 
supplied, all others participating in Thru psinifuiur 
:ui|:i.'L are cou^ideied to be supplied. (Note: this 
is not truf for .Vi'rikj Korp^.l Isolated US units 
can always, attack. IF the sp^cijil optiofial rule 
limiiLLii: the German* to two aWtCfeS per r->.«J jn 
not used, isoliited GerniaTi units can always 
attack 



Opponents Wanted 



All ads far opponents will be interred as a tree 
■wvic* to hjtrttribws, go* «d per njovcriber per 
htsua. Ads will not be repeated from Issue to 
issue; however, tubttribers may re-suljmit th« 
■wth ad or new ads for each succeeding inus. 

Please print or type your advwti«iiwin on ui« 
spaces provided below, rmxiroum 35 word* per 
■d {Including namn and address.) 



"For Sale. Trade*," atid r»qu»st5 other than for 
opponents will be inserted only when space 
permits . Ads received after the } 5th of the 
month preceding publication will oppnar in the 
following issue. Subscribers using the reverse side 
as a contest entry are assured fret it will be 
picked up. 
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Q. Muy the US make his SAC attaek on an 

empty square in order to restrict the retreat uT 

Geiman uuili undei juiuund attack? 

A. Yt&. German units may not rctretii through » 

■^nare tlftdW SAC ;<rt»<-k_ and the US may bomb 

an tnioccupitid H{ttnd 

Q. If a Volk^renadier iimt is i$olaj«d when US 

air supremacy comes into elTftl, is that unit 

iinmubili/.ed J ? 

A, No. The movement factor of German units ts 

r\twr retluc^rl helow 2. 

Q, May retreLiiitig units mow toward tht: rncmy 
if h^Hpeg srway From Ihc ersemy eiiit 1 ? 
A. Ko, not unless the ret owl route is the only 
one available. Units must always be retreated In 
tin: general direction away trom the enemy if 
pbjfi&te. -> i ■-= -. .' : . .ilk . allacks at soak-off odds 
with the intent of having ft* t\m\ retreat into a 
greatly advantageous position toward the enemy 
line* (ur behind them) is outlawed. ThLs will, on 
occasion, conrik't with the "rclresif to the nearest 
road" rule, but a letitdt ^lunikl he a retreat, not 
an duWtmce, 

fj May iracnons of moves be can'led over Frutn 
une road Lo another? 

A Vm Frir e^^imple, a unit may move four 
square* on one rodd, three squareis across country 
to another road t and ttien move one more s^-uure 
Oti that road fuimc roud ftf diftVr^nf road)' 
0. If dtit'endins armor become En&aged t moy 
they on their turn move awap and have? orhe?. 
new, units take their piatc ui the engagement',' 
A, Yes, but nl least one nl" the originally 
enfii^ed unll^i musi remain on each square thai 
new units ,ire hrnugiit onto 

Q, If a river and a road are on the Btttttp square. 

i-tm Dtiio efQAS du river without delay'' 

A. Only if Ihv road CROSSES the river on that 

wjuare, Baslogne cannot be taken on the first 

move. 

Q. Can Gorman units reach SS9 of ihc In AM 

turn? 

A, Yes. They start on UUfi, move lu TT9. and 

take cite road to £59. 

Q. fJo new uni[> BntVrj»£ from vdge squares like 
HH n 1, and 7 enter at the road bonus rare? 
A, Vts, 

Q. Can one friendly unit move into an enemy 

/'<■!' iand jttatk nu unitl while a SctOnd fiicudlv 

unit attacks the enemy unit? 

A No AM umfi in enemy /Or MUST atlaffc 

some enemy unit. 

Q_ If a unit m a fart rets is surrounded, can it 

move one square outside the fori to a vacant 

squure and attatk only the tmU(s) thai it is then 

adjacent to? 

A. Vcs- 

Q. May the victorious unit ALWAYS advunee 

into the vacated *iiinrc'' 

A. Vei 

Q- Using Ihe opti'nnnl wither tjsble, iF the 

weather clears up oji the toll before the German 

M AM turn, when is the movement rare of the 

German units, reduced^ 

A* 24 hours latet; dunna the 25 AM turn, 



QUESTIONS RECEIVED ON PANZERBLITZ 

Q. Can either side voluntarily destroy their own 

armored vehicles? 

A. Yes, hut it daftsn't make much icnse 

0. Doue a colored hex side obstruct the line of 
fire? 

A. hi some cases, yes. It depends on the respec- 
tive elevation of the attacker und defender. 
Consult the Target Bevation fable and the 
Lxamplcs of play card as (here are many differ- 
ent situations. 

Q r For victory conditions do you count trutk 

and wagon units? 

A. Yds. hut you don't count counters which 

contain no men (inch as mines, blocks and 

fortificatiuiisK 

Q. Arc units on hilltop hexes such a> the jj|;itt;au 

like hill lop oti board 2, that .ire rat forest or 

town hexes, subject to the overrun rule by 

armored units? 

A. Yes, only hexes with orange sides arc hilltdp 

hexes A clear hex is a clear hex. no 'mailer what 

its elevation is Clear hilltop hexes are clear 

liexe*. 

Q. LI a unit is fired upon from a wonds hex nr a 

town 1 1 vs. can it return Tire without nice tins the 

SPOTTING RULE conditions? 



A- Nfl, SPOTTING KULI: conditions ituM al- 
ways be met, 

Q. Using the INLUKLCT l 7 JKL rule may a friend- 
ly imil call in artillery fire even though a friendly 
CP unit doe. 1 ! not «e ihd tfnemy nn+i"> 
A. No. 

Q. Can block units ever he destroyed hy en- 
gineers or artillery* 5 
A. No. 

Q. May a utttt on a hilltnp he* fire at s unit on a 
slope diiettly behind a brown hex sjtie (the 
"reverse slope")? 

A. Yes. this n ihown on the back of the 
Examples of Play card, see nute C&D, also note 
that this is nut always the case. The exceptions 
arc covered in the mien foider under the ''Special 
Note" part of the OBSTACLES AND ELEVA- 
TIONS section of the rides. 
0< In situation 10, may the Germpm. win a 
mareina! victory by destroying all 12 Russian 
units on board I without even entering board J? 
A. Ye*, but the Russians may then win a decisive 
victory by moving all af their forces onm ho;ird 
3_ Also note ait error in Situation 10 Ihc north 
duettkm Liidiculut should be kirncd iu the left 
(pointing towards board 2) 

Q. When making the initial sci up of units can 
the half hexes on (he sides of the boards be used 
if a unit in such & hex would be half on one 
boaid and half on ainjiker'* 

A. Ko r units must he completely i^n rtne hoard »\ 
indu-nlcci 

Q, What happens In Situation I if 3 German 

uuitj are destroyed' 7 

K- Decisive victory (u printing <?(ro*K 

Q. If there are several units on a. hex that have 

identical defense factors, how is it decided which 

is the ""weakest 11 ? 

A. Ynii may attaek any of ihe units in this case. 

Q. What would happen tn a situation such as No, 

6 if the Russian player refuses lu attack the 

German position? 

A Nothing, no bathe, no "victory". 

0< In situation I may all the CP's he ;:-i...-. ■.•_ in 

one fort or may two be placed in one lort or 

may only one be in each fort? 

A, All three may he in one fort, hut the fort, as 

Stated, mu$t be en a UlLLTQP hex (one with six 

ursine sides). 

Q- The THL stit« that it costs a truck unit 2 

WF to enter a clear terrain he*. do«s this mean 

EACH clear terrain he*' 

A. Yes This applies for all movetucut penalties 

of this sort. 

Q. When a unit becomes dispersed, dot* he stitl 

have cone-uf-contrul on the hex lie occupies? 

A, Yes, enemy units may still not move through 

a dispersed unit. The dispersed unit also retains 

its normal defense Factoi, 

0. Tf a unit moves TO a fortification, does It 
cast him a mnvemcnl factor to enter UMDLK the 
fottitication, rather than just sit on top of it? 
A, There are no movement penalties far moving 
onto or into a fortification counter 

0. On the optional rule* concerning Panzerbhti 
assault, MUSI the infantry aliack the overrun 
unii or may it attack nny adjacent unit? 
A. It must iittack the unit being overrun. 

Q. If only i* transport or CP unit is plactd under 
a fortification counter, docs the fort counter still 
have, ite fuli detfrtse factor? 
A. Yet, any unit with people in it will do Jl 
tgrantcd. it's not realistic, hut n i.-ivv^ ;i whole lot 
of hafile) 



DESIGNERS NOTES ON PLAYER QUESTIONS 

The k'tters sent in w fat, on the >'■>■-•• Of 
10.000 games sold in two months indicate no 
critical prohlcms with the rules, In all crises, the 
most that was needed was a clarification. Errors 
were made on some of the situations, but Llieee 
can he corrected hy the players, who arc also 
encouraged to devise their own situations Many 
pvoplr hon iumjiicd aboul a "wotfront" version 
of PanzerBlitz, This game (Tactical Game l> will 
be pubttshyd this year in S&T magazine, along 
wiLh a further redesign of the "PanzerBlitz" rules, 
James F. Dunnignn, Director of Res«jirch A 
Design, The Avalon Hill Company. 



PAGE 15 



THE GENERAL 



J)H0ttatwA £epwt 



THE ARMORED SCHOOL at Ft. Knox, Ken- 
tucky. Major D. Neck, Command Staff 
Department, is currently investigating the use of 
AH games . . . "ta see if we can incorporate 
ideas of your games into our tactical military 
map terrain problems." We don't know about 
that, but we guarantee that our games will keep 
the officers sufficiently preoccupied where they 
can forget about the Viet Nam thing. 

A UNIQUE 2-DIE COMBAT TABLE has been 
developed bv Rev. Ken C. Haydon, and intro- 
duced with great success 1rj the M.T.U.F.M.C. 
Club, 444 E. Wadsworth Hall, Michigan Tech U, 
Houghton, Michigan 49931 by their President, 
Donald E, Ctark, Jr. Too detailed to reproduce 
here, it lists probabilities that make for even 
more realistic battle results. Our own research 
department is giving it the old once over. 



MILITARY MODELING - the latest Donald 
Featherstone publication is a comprehensive col 
lection of facts and information on making 
military models, Precise and detailed instructions 
are given for making model soldiers, military 
vehicles and buildings, and converting and adapt- 
ing existing models. Prom its pages cen be 
learned the art of moulding and casting soldiers, 
soldiering and glueing, painting, construction of 
diagrams and their display cabinets, guns, vehicles 
and buildings, etc. The book also deals lengthly 
with the assembly and conversion of plastic 
models. The publisher is A. S. Barnes & Co., P. 
0. Box 421, Cranbury, H. J. 08512. 

WARGAMING IS CATCHING ON more and 
more on college campuses as seen by the estab- 
lishment of clubs at such places as the West Point 
Military Academy, St. Johns University, and 
Villanova University, yet there have been no 
intercollegiate play-by-mail tournaments and only 
a few faee-to-face encounters, The major reason 
for this lack of activity is poor communications, 

For this reason a Collegiate Association of 
Military Strategy Clubs open only to college 
recognized clubs should be established. The pur- 
pose of the organisation would be to publish 
addresses of clubs and announcements of inter 
collegiate tournaments and their results. It would 
definitely not be to disseminate articles on 
strategy, etc. 

If your college club is interested in an intercol- 
legiate organization of this type, please send your 
address (hopefully a permanent on campus 
address) to the address betow and you will 
receive, in turn, a list of other college clubs and 
where they may be reached. Tom LeFevre, 
President; Rensselaer Military Strategy Club; 
R.P.I. Student Union; Troy, New York 12181. 



IN CONTEST NO. 41, the trickiest part of all 
was figuring out what we meant by "advance into 



Russia." By way of definition, "advance into 
Russia" means: 

a) win a battle so that you occupy a square 
in a Russian ZOC. 

b) advance across rivers so that the Russian 
will either have to counterattack or give 
up the squares into which your ZOC 
extend. 

In judging the results af an attack now under 
the German ZOC. For example, a 3-1 attack 
against the Russian 29 inf. could net the Germans 
7 squares {the square the German occupies plus 
the six squares in his ZOC}. The best results, as 
mathematically determined, can be shown in 
chart form. For those wergamers who have not 



analyzed games in this manner, the chart below 
should give you a fair idea of how it is done. In 
the chart, P(WIN) means the probability of 
winning the specific attack, P(ADV) means the 
probability of advancing into the Russian's 
square, GAIN means the number of squares 
gained on the attack if successful, E(SQ) means 
the expected number of squares one would gain 
on the average. The TOTAL is the number of 
squares gained on the average with all of these 
attacks: 

unit odds P(WIN) P{ADV) GAIN E(SQ) 
29inf. 3 1 6/6 6/6 7SO 7SO 

4arm. 1-2 2/6 1/6 3SQ 3/6SQ 

7arm. 2-1 4/6 4/6 2SO 1 2/6SO 

I2inf. 1-1 3/6 2/6 6SQ 2SQ 

3inf. 12 2/6 1/6 6SQ ISO. 

28inf. 13 

4cav. 3-1 6/6 8SQ 8SQ 

TOTAL: 19 5/6SQ 

Thus, the most correct contest form would look 
like this: 




Any other results are, in Dur opinion, less than 
optimum. 

THE TEN CONTESTANTS THAT CAME closest 
were picked by a random drawing from approxi 
mately sixty contestants that captured twenty or 
more squares of Russian soil. They were: Gary 
Emory, Livermore, California; Bill Tanks, Colo- 
rado Springs, Col.; Brian Alden, Rockville, Md.; 
John Van De Graaf, Jr., St, Claire Shores. Mich.; 
Robert Taylor, Farmington, Mich.; Arthur Torry, 
Bath, N.Y.; Mark O'Steen, Raleigh, Tenn.; Chris 
Hawkins, Seattle, Wash.; Harry Booth, Elkins, W. 
Va.; Richard Gorski, Milwaukee, Wise. 

THE FIVE BEST ARTICLES IN LAST issue 
were: J. E. Purnelle's "Simulating the Art of 
War"; Alan Augenbraun's "Winning with the 
Wehrmacht"; "Ships that Missed the Battle-Part 
1" by Stephen Lewis; "Getting it Together" by 
Scott M. Sherwood; and Dick Triek's "Then 
There Was. . ." Congradulations and a tip of the 
helmet to these gentlemen. 

LARGEST WARGAMING TOURNAMENT ever 
thrown is scheduled by Spartan International for 
late '71. Prize list includes $500 in cash and $110 
in trophies. Entry info is available from their 
home office @ 5820 John Avenue, Long Beach, 
California. Their 1970 International Champion- 
ship was captured by Bob Wilson who is to 
compete against Bob Shupe in a play-off for the 
first SICL Championship which is the highest 
competitive honor in Sparta. Amassing a total of 



.J* 

12,710 points is Phil Pritchard, International 
Commissioner of Affairs, joining only four others 
before him whose point total entitled them to 
"retirement status." 

IFW TOURNAMENTS will also be of record 
setting proportions, three (instead of one) being 
planned in the coming season: the annual Lake 
Geneva Convention will occur in the latter part 
of August (dates not determined as yet), with 
other sites listed at Mt. Prospect, Illinois and St. 
Louis, Missouri. Meanwhile 

THE CAPITAL WARGAMES MINI-CON I had 
scheduled a miniatures convention at Fort Hunt 
High School, Fairfax County, Virginia — two 
miles north of Mt. Vernon on Fort Hunt Road - 
Saturday, March 13, 1971. While this notice is 
too late for those wishing to make reservations, 
we certainly direct your attention to the tact that 
it is an outgrowth of an idea implemented by 
Interest Group Baltimore, the organization featur- 
ed in the Jan Feb issue. Inquiries on future plans 
should go to; Thomas Karwaki, 8218 Chancery 
Ct, Alexandria, Va. 22308. 

AN UNUSUAL APPROACH to tournament con- 
duct is the ability-pairing method that will be in 
vogue at the National Invitation Tournaments 
sponsored by New Aggressor. Entrants will be 
matched up with opponents of like ability unless 
stiffer competition is requested. Complete info 
including rating specifics available from Tim Fox, 
58 Cutler, Grand Rapids, Michigan 49507. 
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Fi'.h ana- Nnle jiiJm- ciianac. Ha Vi nerjj 

ipptf ^apJ- fcirt ■tna-Mi. Lon* fiinn Ensr. ntf 

nto.arfb»n 



tic-mjiiitnicml wnr cirrkua Ip; men- 


•iM! 


i piiyin 




J ran a rMr-jp«i 




»pt- SJ>I 


ftirrnrrd l^ujn.L. 


^■-■f,--^T f : « B-1. 


maun , iijj 


OPHS, Uo Son* :\FV «F P&E.JS 







lla/rirntrj IllUm l«WV (■" m«-( grJn^ra at I. 1 nf 
f>l|ary. iJ liiPm nr-anj. MlrlfHI Ai>ynrm wiFb 
AiBlll I) l*p» plr*ar tn.nl»rt PB I •i»H tfl 
tW^OKt lu copy oibuluiL uOjninki«ilQillun>. MJ. 
MfkWtI M-l» CTiii™nimi r-rl*P falpry «. 
AJJaata, CajiMta- 

rrr itiviihw wo^nl Pnnc: CH.r|ii irno. RiiJga. 

AK l>tljr Tati IL L1J>i( Wjitrrlnci.. 1 ]n<m 
iJXOrtifii^f ViMilfJ LiIni- iiif* un fi-ril Wu etHn- 
u-w' L'*nfW-*r»EM-i. Uku U tnlry Slouch lul, 
Airaiv Mlttna, ]HnH <T«.»J Mpai OtWt#. QC. 

i'liM appbnant* war lad lur hBalisrnjiul and tVal-ur- 

1(H) N* ffiEWflfiirn ■> plirn piKiTflf. htiT fiwnilv" 
CU htifT olucri in thtir runt VXi'a. wji umnrj 

ail IhltiH HLCbU Wntr. EJI fJudl. 1 WwLrJn 



Rituj. ilu«Li,iSLLi!j,i,u-iir.rn. UuuEd bkc (« f.jrai 
Ol K-in a Jub Km I'nwuLilt.. p-]|J Madiaoa 

atrmjt, K.in.liDnw t.-filcrni, C >rt»l > 

Will ill Oft AH etfhcLlmk L<1 lire niattuji. u« 
iC»nHhil. Will (H Anii». !W«d, W.lFrtoo, D- 
l>ay Will plini in ££in-«! ftonn.- ptofn plJjnfr. 
fCnn a faim^ucl Cul C.li 1>| L lftt Jirrrtij- 1 .,. 
Mia [j-ui.nu lli.ii..i.i. IJUi 
^anliiU Cli opunvnlr In Mohttfil Play men 

[■«lll« iiftJ |ilajci3 ful LnUl.lialuJ (rlllTl 1-llh« 

Tigrtv atmul all *btof^ I «iUldrtt fOKP-lrlfl, 
ijrifi«:-jii.Tlr dlKiL-illlin. Ml** CiMMn. 6W0 L*n. 
ulxi. Apt IMKI. UunLtal «urUi. CatikJw.. A* 



Wiafl 


■■ 


h ;■: ■ pp. r.llllll 


ant) Ed (iilii dub. iny -iHl* 




f.r 


n.iiTFM.11. fleaic 


LulltavL btc. 


Ii. ■,- :.■:- ' 




u, 


rUidrcari. Jr . 


HvarK.it La. 


UrWrtWIi-liiL 


'■■•■••■ 


UliKH) 


, 





, sv UT UlE3l»PMI"V. H'll 

Ult Y4WIIF l**!" vanahl and Hn- fiTKulai J HUH 
pun* |P yrjU 4M mb»rait#g Pl*if* aH0H Dciuijbi 
■Vhanilrr. B4 fun IttkH Orebi-. GulLTunJ. Lui.i. 

QIM37 

vVlntad H|t<r|Lj7l,niil uppviimf la pom HU*fay 
IT. If "LLhrr uilc- tucii faurlt. »] dlujiiiuii Hn.:-.L. 

Eaut H-rtlord, Gunn QS11B. 



I r,*td a p»ifn, P^.-i. isijv*f 
QUI 5. R MLtmOUd BD*U 



- iHuiLn, 



E-onSunk] Tor « urwl ctuirt ihr jimn SrEAtr H rtai 
■ La own MpmlnUKj J>uL nut eajli iiiljciU] W* liair 
art-lil dun lu HHr«J til. «iJl of Ihc Kf*-iktWT 
WnU' Lu !V-.. 1. 1 (i -a . H-)k i«; Wr-^i.-l. CO 

aiaa 

Hrlp! ("m Mw.4 WBfl a KiaJinuou ■Hiirrnn arid;... 
LaJ< anyM-K nMp rrw* J*m-- Pbhd. »-iJ«j P»*i«u^ir 
Rnaul ■>■ n ftiminriiii' lii" .'LWHT 



Ni'-1J pl.nl >>pp^Ji«ni' in ^'U|J|iipuj ;i™riy,j.i,H. -kK 

t«ithm- I will Tlniih oil pmc* Chpt llmnwy. 

Fpunm t i'L Kiuid. Jujiirii. Fla :U4itl 

.Vpr-rl a ni'« player lutr J lW ipinni. PintctrjiLtH, 
p.Ua,;, Waurtkno., Mirl**!?, .tartar,.!. U.Hnot. dirail 
t*TP. m ffan CiiiBd- Watriluo. Lknd Cwmrbl.LL 
Bob Ht,r,*n,jnn, UlliD W l-U-l sHr^L Mum,. 

tie ±iiy& 

I wuuld bin tiifu. an MaiUFi liltirr lliaii ::*.!' ui 
AH wit umri ,\J*ri fy ii (SX' th*ftfip ITpji Aim 
rliunaitl MiOint-Mt, 1-16 ^FJiaca .unnuM, Orana.- 
Part, Fla awwa 

AfiTflpa in (Kc Orlai>4« An" pli**** «.nlif! Jul 
pjuj-in* W A.H ■»!>■■ Hani» S^lnu". Bttti . 
Mldwo}".. inri 9Vr>a> fWie LaJ] iSrEfilHW l'-T< a 
fail tl-nnan irtuN^t m nual apnea. Juhl llairt, 

laLIB HLlH>lHl, QYltJUlO. Fla 31WW 

Hnl ahuL 15.1-eai LitJ tijiirtrti dVHTW If. gfmi.kih 
iwtjnrftt ,tlli." .n paMMH [KM (afr,* Wdl 
ttatfh> nWf nil* in rjiffFj «T»|Flm[ nn|| Tfula 
wtiIv. le m jj.,. ii.unLtfjl.ilj, . ijLmv,- QHkel J^i.j- 
than LiL-k-VOirJ ilJ3J bl rradit HIH1. I'^IPIpa. Fu 
JJLCiJ. 

I Man ltm-ii LiaiiaTtlcd lO Wfl* aJdiTika Uid rT.i!l 
be ptE-uui "'Vrraca* m April. t^rnnp<nvlHioi [Jnt- 
liv-h. aidsr-.. \t»] \V.\Cnr. Ill anil lw InrlJ It and 

II J"IW, A- JuIlii^ UuLnaiLtj . Hen Vwh ira- 
llikan ll-jbiiCH an, EU. IP^ir. -|-yad all »■ *■ H -, FL> 

1 gH»nflft / 



Qpponrnik warn™! Anj; Al! juttim i.tiTni ll-]Vmi 
K-Sfid. hunt; ifiJ flf U Ste^n Krt.a.dy, 
1116 l.tuduial 1-r.vr. Lndjuu|k-li.. lad., Ili'iTr 
Pbm cn|y 
Will pbn PraLmtnad Will br MtbH trie -t & ■■ 

irpLatr-jnunl nLLLi un TiOTlwe *Tll*- FTllk Mallaj", 
'- ',.■■- 1 I'.f-i'-n. il. :,li.ii-.,i-r inri ^Dfl^l 

Vijuni jiim-cr wilb Hfif ripena-rt« E w>i*\t=- jtam 

H. AK, U-LJtiy ■".■ill rtWClta- ii4» «[hl iu!u. 
■ nlJwtLnl in N'jii-AH (aini-j itaicnat. 1-LlriLirl. 
Faninii inS-LTtl Ik LldL BHMI nu.ii', winM- K-tam 
fU,, j-tlTaaTI IftleVfr Andrpaia*, SB f*Q. J, 

Want 01 apfflWhl* Alt B -fijiac 1.P11, (".■+*♦.. 
Itm-ndn'i. tif.tli--,., in lllclinKirld, Inil. an-j, LV ,'.![! 
iliw ILk* w nan rlnh 'n that ar™ Hhiiv 
33S-&,'lia LlMiE NKh»U«Fi. 1&I2 £ lllh. 

H.tan.'.ifiO t Iflflianl IJJV-I 

flftl npnnni"rri taanlnrL 'bir Knurl nil. IBM. 
'■... .■..-■K'.il.i. alhaTaaTTlT '* Hni ;,■,■... L'ni itwi-! 

*n ffiurniiPiaj inipn !ri>«iA,«j erf BWW4 

mirnig Lha jijiYI-' Cnila i.^aJi-. 571 "A Dr.T+r(*<v. 

Eatfr Qi ^t law smaii 

want i»i- pnin stai ,np*3, kiiu, ann paniuruuii 

Am Hn>Vl al priori. FlL-ll yehlf jlda Ifltl HaK 
Mtiifilwn CLy, u Tamnij Laabt Full MatdlMrH. 

|JH*I >ajiJ7 

I IvaUbd like a »«i ]>Dm opptinanlt ry,r hAllli 

uwl S^3ij(I III I'm i fc-jcirirmtd Omwui alw inv 

fir a> dn, uaivi'iut; iUndv S^t, K BJtl '>* 

Hull U f( I, lavra try. U 5I?.1Q 

tt™ 1*H, GttLyHHifC. f.r fir PanwibUit I'm vat 
inmv rul*j that tntd 1f cni'f ij-f'.lni^ia tinni 
H|ual I'm iluj inlnvdiwl in plun -rhni I pnniw 
,„", llin ,v' MiiLji-i Mulfurd. rtuik Ccnk Uh*-. 

ftrtloo. laam WHa5- 

r'inicr Lehr. I t;n (jiriwing i-fnh ailh lla nun 
rifHaaanm dub towrmjimin. mtloncrr »i*iS "Urn 
lwnL'Ikti.. Jciin a club Uut puri you whaL ytiu pill 
Inlp H »Vn«r l*Ur th»iij Giuijn Mil*. R 
yuilbp. Faiiviaf , Kauvu -XiEOr. 



.. WHiipr Park. Pla .TiTtrt 



Mrtd uifmnutHii on what J «n i»l tfulalp-i 
and Uiprt>rr*V "J« "k'"*- 0r *"« ,1 "S awlqair 
J?TI any pRHH It AUnmta Ari'J I uwu LtalLit vi 
iir.i-,,. OjaaKClaiannrrf tirif C*ny*biii|«. -i«i 
tUutb* 16i BidKy LucJf. tA^titf, ga. iwin 

Help 1 W* th* IflTMIWlWl ■a'ar B»nw [iLijni of 
MbopaH Ufaltlt*, til WouU Llhc Lu JWW a ftnr 
tirbiif CBA, II y*u aru intarPrt^ »■ utmi y*n. 
cnMaCt- Nirald SlarrA'!, 1S3S- t-Crtfl-l— ■■!. ArLLnaLnn 
HLi. Ell flrKKu 

fHI Ji.HbitrJ, rk-JpjH. (.Imat Judnnd .-nirrULi; In 
Vp 1 NhtjiLki i, Vu T KujiiUi 4, Vol 7 
Nui*b« ft Don Puumak". 3W Uia Lb* Init>, 
fcarrmpim, 111. BftnlfJ ?PM li.ou.wt LIKl 
C-nii.ni. Mar*. Whib-. .Sun 



'.■... ui .,i-L„ , j r r -_- null jet ■■ ... ol v.: 

Cormier' AlV) afuir I (eJ pnw anrl plnm kiL I 
wilt (lUy fir Of pbm Htlp! Alike Kelly 140 
Er-aarwiacVillf. Ill E011D WiEl fity fj—d 1 

WanMHl lnft,rm«t.,jm n™ MnHrAH jpirn«i nnil 

. ,. ,, -,..■... , AUn -MHiit iuLii. naiuca af fi a T 
Wafiunr Kwn JuhiiMii. If'JJi Afmibajr. 
Ct,ulti(o, III 60639 
Jnln ll-ir Jjirf Unriipirl Aro^. a bnracla u-f (V 

lii iKri»(»piel Army Wr an- lawltinu; f<ir 

rhjii«rj]m In U.biy. 'ilallnfnid. Aftl «.t'Ciir|H. lV|. 
juk Oanaaiu ,u aU, AIbu, 151-1 ai PaBKB Irid 
Kimai^-r! Anfl* LHil Artnun, EZ^brmaTi, III 
BEIttaB ^ 

fhiuu iu;ini nuilctt all iLaUrfL jiiinri tilbrr mle 
VllM *ni| gj>t«„ioJ rulra. rldillt* plJ-fiJrrril SnU. Will 

PIjl- anonF. SisugliH, fCivriani, 4.p42 IV Biny. 
-r-hirjBu, iii fLnflJi 



DrPONEHTS N1MTED 

hauLiaiLk. L'-Eual. Ajij- wJr* loj bJL Haiuei All 

IrtM-- 4T*wrrf- ■^orii+r.i f^kfg* Pmlik. PO 

Uaa t<j f nianulw, Hiun iFStfj 

fuT uupunLiLL Hbtual Walwkhj. 0*lirilnu i '. 
■lEttadf* Krulaapr^l PanaVirrj|(U, I3H, MadwfT 
■■un ntirn-*, I hnv» i» Inaic Villi l«*m ulhi 
piiH Infli V nn.Lnl rm linn AH flimn 1 iL ^nn 
■till dinar* oil Irtteu. Ildaiiir Kriflrj- 301 N 

rlr-j*n. Mi. l.' Lr^.iL, M Hiiuh 

Want 11/ iipfiimrnl. Fin], Hjatm'ri ^nxln. [>Bb/. 
aiuJ muni ulbn AM irJanun Alu, bawi wlttt tr>i 
ISfM auw ll|ICrA,tnd In itiulinj B ^|ii>k. HbOnr 

^■jSrloiS Oram ponu-tiw. iSrfS iu >at uut l 
MwiWatrn Ml l<l4dl 

l«""kium Fur Uf ujipoprnta In Liminf arm. I kp«> 
mirJn-s^', S'pnil l*n wehiIeI III* to li'an, iilhrr 
aaanaa Plra« .all lffi.l1U l J k L . ..,,,ld Itkr u, 
awn r|ub Prtfer aaulla, C'ahfin M.n.,. Halfi 

WHiakpi IW ry.Mi^ri. WS7?. 

[jiiikinjt Tn. «.»r S ari^rji ».hi rijji aj tmla Julu liar 
jnrirriti wcit-ly Join Ihr IFW at* loukini lor 

'■hiEll* hhEcTHlad IB IllSjVI'lg ttl|il|3ILiHM iDCtrnvi 

Tu-n, IWiait-i HI. rtai,. M ^l, hlkl. .1'JUIH' 
iiny-uii, i„ tin- I.' .P play Fanamr-s' 1 An inti-rmtrd 
LP ftf flprlOFrnMll AlKirallli; .s HMajrhag ^njnna 
|aTM any .it*j un a i-bitnl uf SlTi 

BtplliyniaTIl? JnUp Ihr Pnla-lPP Uilanl Ifpir 
twihliiymnii !*rn. Tlib 1'IIhjp. HIT Iwewri. 4i,di 
S-Jf. Mwif. "VHiLh lyf-bD 

IE rau bvr in Llin J!innia|,a Isi hLfaul trw ajirl 
J Oill IT* IHl'T' (-I'd LP*ir|.)HT!|ri|. W",' I P 

fnutiaUm. ur diirpf ttuvUct nu.-. C^Li TM4CH 

LFA t^PntV rflliil* wTLLL £■ Jatfld A VWIXr, ill 
11 LKildffkLakt Llnu, k-IF.-lf fini^l, MbWn lk6n|A 
I'luli AH 4tlaW BliW tiirriT l«a Irlar^n 'nr Piirfh 
tJlK-Uaa Alk-i, hk-ivri KUimin b«l KKUFii. pKW 
ttn-fpLon. IMHi nwdla Ml IS. 



n?PCHfHTS MAMEO 



OPPQMEXTS WAnTlD 



Oppfjn»nt 


■ men 


fa>J >rar 


UCn Knrp- 


.SLalnn^nal 


rtatllr al 


Eha 


Fkulajr. 


Rritsaplt], 


Paiifiljbl.:. 


D-Oai. Jutland, 


.'-:.. i,...'. 


/injlij. AH Jwnim-P. 70* 


» EJh'l, FtOMr 


-a..- naff 


n r*Tkj., 





L!ndrfraLi"d ai Grnilart? In S-Gradl Sol p4 tftwl 
ai Komuia. but will play all wEl-J sfflw T<lc lt»K 
tKll Wlial baiiptjprd LO Pdita* LaEhl^ ftrTri 
Mavsi. VKlona n-iaxalir" Ha-HlF that, feKrwil, 
■brja t. Cgjl-n g*- -B^t i&*, l'JJt> MKlila, [U ftlVH 
KminyifiUfibt LMlnJ-flf in, t)l#mp*iir, 
Urfcani— Ellltt. Antk*. ri-Llfad. EJ-IJay. uUJii-, 
fWfafWl.ti-iai.il t»MIh and KUWraKT IHEO *W*Q 
■ii^wlinr ■,32-nfliu BUI "Hawk" ILairaiElv 37G 

Gahhai Hall. HTkaPWa-n. Ill lalbTW- 

Hint yilinrealLcti «t uttl^r ^H-A" *arj;4n,r,, I 
am alair ukLrininl lii ajiuiilf a WIT ttilDlnC i"[i>b In 
fTiUlWH un* nEttur u-r.d Lrtro-fTrllll-OPi *n 

liiULU Vt\*r KMrnn.. (73-1 ri»J>wirJ, ctii«uD, 

llllncmt (WA3fl 

P&M tUibtUJUi VfcnJnJetWrit, AflllO tj-FTm II, 01 
flMamjim, fl«r U a.n:b rijnn, fsap- s 

Hnrkwrtl CliLcaHU, 111 PlrtSa 

Winta! Infj -jii ill Ndh-AH ifat PPl-hi w^uui 
t|HD It; impuikLikU & iirji\, AK., Ej !ijj. Bolfi 
Ki]inirnL-r rmrtprreiJ rtanl iiu ur. iDLliL \tt 
tM.nc w Hi., I Jrf'l Iwj-:. U-M ^ niandan, 

t-iii«iiP, 1IL BUMZti- 

The Cmf iJinj Hpfiijp n"in PatmE in ,-Lniinir laut 
uf Lih«at|Br jstirp rVCrad. Ulilt, Buljjr HEf 
IhKi' LLllltPk IP B-trfB* Ifiil.irmtad punilHit- kr 

Citiuh. 5«* One-iny Huije. ^o- Mik1»v ftiic c;n 
I'm,, Stu» EiFD Ekva I<H. Ifeary. Jlftpn* 
■ Bl-HT 

Will play 1914 bl 1 Railal. Sin" JOUF I>t|k apri 

julca. ALh- i> iflrrr- any club in Lobe- Fnw« ui 
H-ii-plh 4MOH drrC7 tjcfld ninit* EG Hihr Huuey, 
1U4& S. Cauvnbaj/ Koad, Ejk. Forwt, EH J>iruik 

VraEiud! Mrr'i id IjU Fdr«t ?r Ljkt ^ff 

H,]*r aMiul 1 UJCUI JilCL CMp!*r'r Want U r u un 
China, AaleVfl «lc (.ijiiiart Tom Mujw "HA M 
lun>Llionir: h., latko l"f>TTJt. HI 6W5- 

OprfHir.nl WnnLtfA f,ir |!bni K Sflal, fl-EJilllf, 
itita.-k. HitieT, Bill Fori 31 fi J Lb Stirrl. Tjunibi 

111 AM5& 

Fwr Hull.-, pim. KMaV, AiUarr GfU'i, p. *l" H,. 
fjiiad. mpmnuiry. rlk^hMl hid will rarap<r ifjinv 
All poat pm4 Ounw m«M(. n>. Urmm GuaLorVn. 
LHJb Umtaloap. jrianhman III I .J4-J2 
Am l™iklri( rrkT ftf npp fur l-Uji'V, fiiuri I am 
iTipa Auk Jpu-km* fur ^tpuUnin, ((pa bipit-.. FTF 
irpp. L-a.ll HTZ-XHTi. Dr. SkbuKjilnUi irr, 7J 5 Alvat 
Park trrlwp, Hwalunl, 111 Sllll 
J'llM of ( lu f nriExineirM nanLctt for tlrGrBd. 
rVilff. L>Liiy H Ann*. WataTlnn. PiBliLi, Am 
fl*V«W &0l ooUdT Wll ""apen ir D-.Tlpy. hnlh 
lirici ^^Urd kkt inffJ. on ni!B-All nrfainer, 
SLrpbrn Lcigiin. "JUV,' 1UU UiaMfr Hfrtd. WbratOd. 
lllmpu, -aOlliT 



PliW -•[fprtprT.H »vir|l«l fJI 1*H 


i. ni*d. frft/y. 


fltilp- RilIa eIIu-uuhI lala-i Mai 


^ .ftl kJu. un 


nOri-.Ml rain'""' Bob HrutrUMw. 


lblS Ffrrnd/jrf 


lUtaUIMlk W*- I9LV7 





Glitlal Mo 


' Mf VkH 


jo* Mani 


11- [luli.ii-f.-. 


Tfikl 


'bmhii-i 




i 1 4"Bfd 


l.U«ll»iL-Ll|i|]. , 


ill 


gpUont, ji 


.rluulnd IliJdaii enc 


rcm«nl. IHii 


L'i 


Mar* a. a. 


XI fcU. ll.i- 




ftiii. Mulw-j 


, JI 


antioint- llkwid Aum, 


, 11 Bl 1 


MTaniinon 


■■: 


faul, Miri'i 


. aallM. 









Inr Krnliu-ty JloqiJ f-ill takr nfruita ^bu play 

In Uic «n9 Wanipd nd^ t*s rjiiiHjnfpii; lur 
A-iioiT,' &n' tkp. iwi* iiit*Tt*[ •■nf i*"*!! 



WLIl 1JPm UlvfaM trj AEHjEi, A.K., BUI f . IT Mjtad 
hrlll In- Clthtr Eli all UtaJ la«V, *1W JaOWAti 
Erri^fc, Viae Cntte, Kenliariiy ilQJIE. 

opfw-.p^iir »T,ni«,J IfiF ft™ 1414 ntuidsnt <??nv# 
tfill Ukr cltbcE ml- An, Jlfn ,i1 i>[jI* but Ml 
K«aJ oppfirmn: Marini UcCaljtt L'SHW CbalwrKid 

Mamw, U. 71801 

S-Ci* Chl*a.i-. VVaufdirir-it jr- uill M-alU'i Ilk for 
nt-F ntrrob+ti. ^VinJinkOi-i In r^** OrlMiTa, COaH 
pUL jf mdinf. Via nrud "DU Cull or **** mn 

Kubii It. jtfliifi ttukf-j. HW (JiJEiktia. La 701Z7 

|li, |-,jj.J Cisqin, 5"Jl! Alfcrdl, So Urleani, Li 

jMliTj, PTtnn*. iS*-l>J. 

FTF opfr^iwriW •rinLfd u< f^f» iJilraiu ar«. We- 
■ptajr «ll AH Fkqpnm and uthem. t^ntucl Umrlic- 
l'b|[iu> ItJB SlirWini 01 ^lJ KuPn. «Si1 Oiaw. 

HgwOrlaLiu, La TCIU 

llanlPJl intij db Miit^H hVllk ptamai BnMnj 
Klimd, Spur. 1 Warifinuii jjiil nififri llriip .'lirnitii, 
Ma ill ls. b9i tiuLLEluutU- lload. aitarrpurt. La 

7llPrr 1 BIT. knil*[Mlrd pi inin-h™. :J r.t |MCl lm«l 

A.'M wariliiinua 

OfifjuiiLTiu, wauiril Iv AH IHH ty'luv D-Hay. 
Elii. ?» BliU. Crjid, Ftf ruilv l« AniuSiwHt atrA. 
nam car In-r Uiort ClDlancni- Aim Wane Lnfu mi 
--- ,. -.*a. L - mil, .n.nuiLMirn :■!*-.:-■ "Til E,L ..-fn. 

Gary Cbnait-nii-n .M.il Drpl U.S.SJ.,, 
AnnautiEla. MaryLand UHLCf 

Fni lrii.'bir nrMAJunits Jeaipn] fur ANV Aralui 

Mill Clou- I 0H1 IE. Will oStoa roawnnblrr 

rliJanri' In ,'Eaiyluii-J. DA',, Virpii^la PPont 

aVTd fl'M. nr annur IViw Putnam fllJfl 

"-.j .-■:■-■.. t'Turt Apt SOil (inenbcit. JilajTlaiid 

airTfu 

V, ■■ii. vi l< I i ,;.|-Jiii. mi Fr,rL Miwrif am Ibii '■ moil 
All taitici intlOiJiiia PutMiblLli . Sulirt. murf 
rtprriEWT Alau wanl mfu jpaarr waiTait. €MM, 
China. Knr»a. aut Hwi» ftTl-^a?? fl'ila^i 
DV+iiur UlilFaA, Lawion Loop. Ftiit W^ntt*. 

Maryliiij ariaC ^__^^__„_^ 

tllnl fl f UM k UU t ilu a WILT, D-Qaj. X^lrail. AK 
lH4 JulU-nd, AnxH-. M id **V- BablaiTZll, Pnla"L. 

PBJnufbi|t« Wilt hmiv ovai ftiiw. aim a*ijt* 

inln, HI Tnhll*' mul nurammrw lA'nulii liar u, 

Dbn, [.,--.-v.„-l ii. ■,.!-; »-.!»7.. :".ic,:.,mv 
*i, hiikwi Hk*pn> t klarjiuw aajit 

Win? fkppnpFpu. inn in 1*41 la-w Park. Haiylanil 
fUnJTfPnt^ Ih( MartlajnH ajMa AH arid 647 
S-ins-i"-' AU*, OH V^wf* Hn>' min,wr W nii nuu in IM 
aS-aa" Hiappji '!' bMI (film dlurM. Dsflfl M^CUllin, 

SiHu Krmit*!,' du*tL IfyaLUvilk. MaryUnd 

bpibi ivmwui 

rhoiB- duflnnj quilny ttf uppu>iwnl« In tki* 
V|., -j i.ii.iJ ji.-. , cofiuad i.i-iv-i fld'ip |i.ii:,i.,i|i- 
We p|a,y all AX tj \x aimatanpjvi Wr alHk rjtvu* 
fl! tnajlanaaa by .lun-: Clll f-l*y Dulanay 
i.«-'i;-t.i10-, .-iJi-l Belluia Tukhih. Uarylujid 

lljtH 

W*nr any info f>P nil »f [pniaL ojltjojil A : H Will 
ljIhj itf any AH llimo cuuiarL Juacpli Diuia. tu 

[amll Hoad, Brwtkliin', Matt. 031*6, 731 R B6 rj.. . 

Barkablfa muptj S-Gred. 14Ed. iff, P.BUu, *ill 
Eiaiuel (if Jul I i ^ dtili .in l*Ljj- blw hipi AIjo 
fain, nji '_Juq c , «LhieT t*aJi rWrl 1 pay potlajt 
Ptonnp Apn-JUUI Hnrl AlnnlU.n. tVnr RiiaJ. 

Hb -Jav. Mn. cjaaa 

Want fibea dpp,ii,rpL Er i NliUtr-i',;. L un. unlv ■- 
In p'-m piwt ,I:h li^ril'i Al lli.iuL Skit* 

S rrJr^m Mati- QglSg. 

n»n rrLUVf tii-.-i.-*. Ah. B) arQcVl &*»n playint 
ala rpimlha. Fir Aft ahtata*t HLulL UaikrlL. ", -i'm 
Akuir uti iMLtytlLm JiabuKt Prmne MKI&UT 
for ftf'rn. Hula and arlUunOJ rules nrgbtlpbifJ. 
Jahn llMUiiy r U ?nc» ftrarJ, pMhrvly. Ma 
111 MO. 

Mn-d n I pluyiin. nperialby [ur CUplulnilL^- Also 
Itart Eip*iilnp frl pnalil Dippy vjrlanla Jfi|n «lw 
TFU' S.-1-n, ■ Fu-Liiin and TuriUnv Uasaa ttjca-lj,. 
Nml flanowiii map IaTwLo PuJiKrlKr, 331 Twn 

law n, AlBku n, Mi i:h.iEan. iVl'il 

IVant lit prnri IVETna. aan iiihilt al ubni Will be 
Kltbai atdr Qotiald CIlukl'. 1&01A Buirmd, Atkal 

ITkJk.TllOl -i -aiui 

Pjim niita AK Tartlia. ten yran raircrn!ui.T 

fiditini imaAnnry opponent*. IV l-ht lin-i ml 

bppunanl. Pbm nr f'f icLnt^ fOkra. no :- r -\i- -\-ili 
WbaL am TJiplumaty. E*ll»iri* J.—jJ. FiriKiii, 
\UV llin^VaiiAlltrt PtunV MLih. HHW1 
Vhm ^Irilta Kflrps, D-Day lw«tb Tw anl. 
HhLrli^i (Mr. KurLaaiJ, 1tnca>pieL (All rjptldliala. 
ataofJaiTrl d^iabk lUalljLK ay^wmi. 1'anacrWlti. 
WUllam J ROi*. liS* BBg WHOM , Mp -p aK^ w 

Wintad nppnnanli. to-r Jv»w ^|fraaanr 

1 rid iik-i 1 1 ■ Iiu V W-Laiu. M-Qiail. AK. AufJu. 

D-Dny, r.n-i .un! W1V M ., I-.. ,-li ,..!.,. I-.- jrlaylnf 
lour itunai of BijlEf*-, S-Cr»r Bind AK -enTiy lVe> if 
ft Ml Inr al! Trm Fiie F,R Cau-lfr Qthim] RapiiEa. 

Mich I350T 



Plim tjainif, feajiuru lu Athlha Kui|jk anil Da* 
K-t «T' Aip. anal A||i« ruapacitBValr .Ul 
f-liuurilpp-j irahbrnrrt p)*4M HHIUH U» tar 
ruruiniu ha^CrTlf* fiJiiy Vrrjnin Atril-jlinp. 4lhG 

i!W^l, PbtladalpfLiiL, Hln 3'J3b\> 

aTfTid JLf iippupiwli ijt Will! 5J- Lntui CcirJalJ, 
Hiuup l-fia-Mlia Aju It Brban AidJiiimmi. "v 

ft ui nu it Tncr , i.Tif j-tfriirld, Tjaryjand 6|irl7 

>ky*il ranra □tpLiicnuri' iiIujktn Siifl Xv-f vinir 
ui>amiiw. rinLi Pi-BUli. *Ai innjuUBtr tcims.1914 
if >ng «Ln;h, l-ilII ill LJ37 7X1113 Kay uonvin. ill Jl 
Mu°r* F«1mt. *tu iBUI 



ikilt CiOri Faan uall. 



(day lii 
< llkirlvi 



Jatk 



[04inTaTin*nit 'with tny r*iih» 

•ifi YliiI CILy. lii 

Munnmir 'B-m - 6H SlfVdn> Iflalituw rpl 

TlflflfiPrfttV. KunaL-dn, .t.J ulPJIl 

Prdii Fanzn-bliLi um 1 ^ainr auulJiUL dinl udn 

([( TpiMi A\i iitid i*nw- TCS Caiiu-i fall Mandky 
Ikirl rrmrtdjj aim 7 p.m. ^sjjjot. Amu 
Viiung. ?j llniwuiry fprlu. Nnrinn .1 J ll7lUfl 
Diipunt-ta »an1td For (irjfli fi>r D-Piiy. Aiins-j. 
l»f-Li.-:i II Ccieya. >'a pt'tn upantn^t HTlir. Boh 
MrTT^Jl" ?A njiaini trriw, nfilnialBui;, Hi 

aim 

Seeklnj: opponwtri in Juilniid, PliWiy, SJliwl 
IT-flnj Hiilfi'. MaiilLBltnji Hiulaun Cijikrii^ ini 
iil. Hp pbta Tul Mil H*WT6ia Jhti^ M«inptiy. 

Luulurm 1«, hi uppHdrfFiU in Men Vutk Caty fur 
AH n4r (rum. 1 n wn ]WJ 1, B-ktirti. Uyl,w, llMr 
pl*l' SOnrl >. ni 27 Rlrjihm WrikB, U30 
Paikrrunlirr llnart. raTUdt. HM S*U*. KMfift 
Pt*i*( «ll (3111] TA9-23B3. 



Fin 


fqiprnienui a™ 


ivri-n - AK. FWlax 


I'll 'lv- 


Iftld. 




i|-i.- 






ill IctlFF- m 




Murk Crckdln, i3tr 


twU-l Eta 


n'lnrat 


. Hkkli 


7m- 


rii-ir 11105 





WanL uabi □□ HjIJI- of Hiilain ajid lliidumaey 

Dkm< tihm [> Uuv. km allied riamdHd nrnfi Acp 
nukjiio aany vanflrmiiwlc. W5B W Kl awihum, 

UnlBmairm. Mirti ■!»!«! 



lSai It nrLiain Huai{, Vallpy Sin-am. K V |.J4>ftfj 
tippfir(ic«l vrtnEarrtrr irakru ahpi KXJrnd 
lalTJber) iL)IJl Edit &caj4dipaifl*p warurninil 
3urur*y! WteL- 111 Sp.4. Rdtn Kljilunaji Dk>(. K, 
td- A iBnx 01 LTAKAFS LtOTII. Alf). X V 

fi9TJi 

* B n1*d AJWd. play^p r.if pum [j>my» DpFUiimi 
Griff Tnnmam'nL JuJaihl ■.h-Aimi ri ifiM I'r-rr- oa 
in Jcly.Aua Gniriat I ftf mniC All aanm-j in 
ton ^ira Fjl-b Euwuacki, MO &P"b F o«li Unvi- H 

Baita. Qhi* HQ1? 

TWju'i Umr pbif. Dipiominiiy wiwiblc ,-ai^ nv 

nil or> m-> Ftf Jutland, K spiel. aETi.-fn UP 

t'f/luititilii al-iH Alan p'mn bui rrmirt n»i|(oLia'T <ti 

thk> rUmclV Lluk. iifUb LHar*** »u»B, Api. \1 
tVulumbua, Ohio UiilEr, wmltJg- 



1 1 "i'J i_.i i-.i. v l..i-v. fwtiiHl. 



Jum iKvi Niii.il i ! .j: ;., 

HJiatat CilT, " ° fill^ J J 

St L4...1:, .m' i fif in.ii: A.ll tpnkFt yhrwu i.llli 
JW.lS-itVu Flniar md itifo ujt LLttlk ^r Mtain 
InkrHla-d In ybip Win. rVUL-tiMy JutJaitd and 
hills U»lw rHurlun .iS-i - ^ Qnnfcwra. fit. Chtiti. trio 

HS141 

Pbnv H-EinnJ. W.Un tktbM udr. any rulea I will 
fMimt tha ti LuniLlatKti 1c fumn"Jn FlJ if wilhin 
■>fi nqUra FaVn HuMnL. W7H Ik,;,-..,,. r-.,tl-.. 

MoclL A'JTai 

IHd >' L! ii liirninn Plvw Cacnln)j (dViruituiLioii m 
ihr MiicLlinnl '■'.„. . i. LI -i. ■ -i U ;|..i. Oanaca' 
UtartUslVr' M<|!> rjffifi-E up for p*S* PrrU|K 
lurnv MUaUtA EiitLTr*L*d , r Ooillai-i M1kii 
Utaton IkWlfWariy . Ilalnna, Hrml &Sfl01 
!.i.il i-l.n-. ■■ -Li-,.-: -. in tiuli;! . Ij'm .\!n-T,''.iii;,! u.1-.-.- 
Irl l-anMCTibLt, h| MPUpt Jrtiy Papiartrltll unUl 
atSar FiOk J- 1 . flimaLinn Nil If! ii my Fuiktni vu 

,.,i.i. -.j 1 "ll'm Rukikunjl" Tuni™y CiHon, 

U Wll iZJMnwt,.Vl A^nkl-r. RikHL]H. N C 'J76TI!. 
r umLr' PlT bjui-ij]' WjJwj:. AImj. ft'iu 

tllila nil irpLifUMl rulltf tawpl WpathON Mjflcar, 
in.J Cikjh^irt Kfpnnir» l ni-ni r"l« fhipnal MlliH 
'Fl \ juiu jj-niui klatkild Ifl CacLuJ-a I iLaJti BaiLuu 
bright, Ldindy U, Unrntm, X.H. Q-3H3-1 

Wanted OpjTH'uenUb tn FV-HlrU. JiiiUi.i, Bllt^. 

Il-Dai and rjyd A.K <lru Crenntnl. S4»d 
lnilu.Tl ¥IIU Tan il trm mii-i, iwn (3id pejyw 

trr Ctrmnn.1 Cimlairl Mran pamumrr Pin. 3rt 
Bund I Eajj Ha rlaat . HJ 0HE1& 

N<f d| uH 



lUH . 


-i... |i..i. 


!"l ■ 


-:■ 


.■■!.- 


■:';.! 


M-wl, 


(Jlaja] 


. flilUnlw! i 


1 Ak 


1* 


"♦af 


w 




it ew in 


A. mi 


i UltK-ltmtl 




Ccmm i 




Kullflr. WlR 


Wrul Cma, HudiMii Ohir 


. JJ7U 









Pbm IErH r HU, Blln, WiUJTLOU. hill, flf -ormo 
fetaa rknuu. Panlrtbliia, C.J ad. M1rlar»y. AK, 
P-Cay. Tu- II, and Knnu 11911 upLdlih PIC 

jnjy i Altu nupamrl plaj Kri"P, iwnf intiwiu. 
Ckl! Ml 3*10 S franli F^uaiy IV. IWuit 
Krlilrn.iLn Drni' Ku I'll. U.k.-*>"»a. (Mil 



L i-iulliT-i-.- anyuiia Lu ptmi H-ii, A-K.- ta*tL 
WaHJliKi, UhS|T Ala* (U - Il iny opfhnpnnE Hi 
Maullkiri Plrtae call dvc Kumbi't <i OSialnM 
IW-qflTJl Tim Prim 53S- UdCVUn V-iy B4rt. 
Ha MPJLin , UMg HM(. ^_^ 

PUt uu> a umi- ci Cp aosLh yuur titnuti JJp.Ki 

»Vnlmfc*id. AK. Arum i.w«i» ALIhMJ Eulp IWrr 
lirtmar" > ihu* >it a ijbiimnp anrl wall abtnl Unu 
j-trtir ff^i't Wfitii ua. Taut Coronvnul. f'.lUU, 
li22U Hill C rtu-*. MnwHiy. Cahm MUta. 
Ft( or |it>m any iVH aitpmr m.-qil Id n-ja^i] 
MaLuKk pJlyaTi onlj I am ili.i !:i;j-i- Ii .? In 
.fiiMi-p a ', niiij- i'luli iind uuuld likt lilPifmalidJi 
ran Efun-AH IptHS Tal LZlut H4i-i3fl3, MKhkl 
Plk-, TAP? Puima Put, htB iJlinfliU. i>1kUl 

i-i i:i .■ 



Cttl rlHih .Lifilpjrillin tu a Lirr\l JilE atfrTJt n»-^ 
nu-nslaT. Wf data if HJpalafUl NflliOB] Vn-lrOTLir 
Jaiup.Ml'wr. m2l North, Poitsm<>pu>. UN* 

(Has. 



Plmi Hlkiiiiivu Innjdrui'' laxiliiruj lot matUTr. 
riliatk oppppertta'.' Fparla n jpniit anluliun Mun» 
ptrm UaumaiBanfi Mnyv IP pnngir*- OlhPi 
TaniLum aaui arr*iL« &> Nuundf ■ bwr P<M 



Put futiira ffJtrtEKi iTilU Vfjin iA Normal 

Av<: uuffaln. KV Hl»] E/oJl 71!tl3Ka Lt |h 
LUllfJlw SJ| aaEHia |U tiHn UDdy OfBi apyi 

Pbm AhliO JLIUIIK "apapa tllfi#t aide, any 
LiltiaLioin Alio JtmaHinfOkn mni-nrnHnl in jitim 
Will JiainiE JJ klUra. Jaina-i Maiaar, 121 S 
tHimnpa. L^annttniHai f "V 12029 



Dtiiperi UrdUl l*|ay latm, dviajenrrc ""d aarrti™ 
f|**d*d fjmt[ari Alaaa Mantancl "Tfl flcnBH' 

au.*ti. Olrrnf , rJ V ] 31T6 . 

F"f lip.Dnnajtt [ur -Htul.ingruv or Abiki (turpt 
":l,.nf IB IXkai kaMfau, , rv I !i, i i- (51&> .1 1 I .-.: Il'T 
an 14. Htnnoh i^n>w<. 37 E Lyorm MM, 
Huniinffon, M Y HW 

L"^tnpa1*ini ill'Jfl p'nrnnianiliT auuld Iiul* tumr 
tjctiilfyi fJi>pui,tRLa fur Jli^Lir I'd alao appfitmtf 
AK flBpoban-U i^yanf Tn||LH||, ui uy SjilniLTradi 
III or (Eattki nl Britain by irjit 1 fl'iS" inu-mmnni 
ElraL Ju*l EUluii 170-H luD AfCni". Jamur/o. 

wt m?i 

HfantMl pbm Krirvuili-I nn*j- Will illanm rrpEinnR. 
I'm itj upti Ronol plarHi- Fiin timr fib*. 
Muat Iknuti h»iiv Daji EtWlRu.ii, 114 llierindgu 

ftttafl, Naur rLtu-HHI*, H V ItWl* 

IUaiiLlJ: pbm Bulgr, A.K.., Pananbliij. andj 3 11 
chaw All i*M*r* ULfwe+nl Any nilc WiMiatn 

Kunw IS Inilriati-Lni-r Ayl-iluu. fa V I I TD1 

1 an a nctVeuBKh- tn var janirj ar-d Wdl pv* 

.nvfinr" ■ "iijhl 'if ■■■' phm. |i-rL> r . Frlirlmy. 

VsrdKa II. CTk-» Villi HbnM all k-l«:f>. Hay 

fl«*TBa 17, IJiu tflEJi, Ur KotboiVfF. afff* tw*, 



ijaiu, dc-i.[i..»:|i Wr sur B-urkjiig fj-ll n-cv,- ^arnci. 
Huh rprnirrfr* tiKW UPBT- ".'papinodil Ml loir 
OabtJ *ariamin s GMb h SB.tfl p#. f yaar i:inn*rt 
i ■-.■■- MfH. LntfOQ t.ii.l.i n-i:'i. . VfUaXflr, 
Qhlir 44UaiSt. 



rtt-tll^hurf 

Oklihcupp 


;.'-:,.H 


All L«Wm «ii*««t jUIhi 
Mlailaaca Apt 11, Nprrnun 



Any HI aT IJM Ll nf Orrpirr iVin .Sajidrn. LIQ 
Ml. M4H, lint -LI. Kuuni IfJK. IlkUiVill 
hauailluiH. V •<■ f Jn V ;.m. rbfaiM Lkra-i::. 91109 
Fanarr BliLa u rAirllniL 



Fhrn upjiuniBila +. ,■'.-.',: !■■■! I'flHi:;, KiflKl. 
IvKthh. tiolur. A.uJu. Oieak, aboil. UaJ(tu(pe, 
Dokfl aud .:.*n-! :-J.T DIElti ton nuiil.-rOi. |p 
iiitnibrii. AH lri(.-c, .itiiHiri'd Wn1r ir- -IIiIl- 
rirmDuj. J9E4 DHkry H^ad. Uitawnii, Pa 16M< 



I'I Ill 1,1 


K ItlirVarti 


. Pa HUia, 


ULhy, 


lai 


11 3-Crad 


ijithrr adv 


Win ruin 


olttb- 


mu 


Canwli. A-505,'2&J &uto 


i Rwd, H 


nnJiiira, 


kH. 


1DD-I*. 











PBM: U Dav I Baan! (iititaj Stalinirrad. AK, 
"■■,.'-.-■:■ i ALm thv* mth Wt l»™t, Join tha 
JH't ui pbm niiTtil»fT in- f. WjI al ■ pbm 
■pumbrt Tha RUT Blrii trill irvpr nm ™i 
-..-.-! :;■.-.. l:..;i.-; . "■?■■ '■'■•■■■ «-• HOI rUnrl, 

. Vpji CumprTiuid. Pd l7fl Til 

FlJ BUM OF PanaarfaliLt tha, <*a|nWTlili| ■ ETvfrf 
Tlua. fM EUh All npilnna nacrnL rjUiltiil 
botMt-. Itfl :muili Slml, Etnli. P> 1-JL-I7 
VrVS4MB ■!•}:* « 731^,9 ftSO 



Ftl ,, 



Th» Elinnima liullnuft 


KEuCtodV ii. a Dbm ill 


PwrAtk'bLib will tr C= 


rmnru- in an J aj.tuptl°na. 


Wnl, HA H.L«. 


IN BWaBaaB Hoad. 


PHut-aFUL. P, t&rMl 'u- 


; E*nfi aum* 1S»I 



Will phm Mt OB, DB, Knri. I'm Unr. Irfr, Car, 
ciihci Any rJnH m nilabuTBt: uni .nmr-iitd- m 

LaumanwjvLa'? WWV Trial p!.i> any klvD CLmtafi 
Ml! lUnuftmr Wnimi«FnVlv«n-n, PStoiia JlB-lMG 
OrO Kol>*rt Paulay, 1 IM OrlW Drni*. F'lrtu h 

iBau 

H.TiFin'J.«Ty rpajnr unri 1ktil> ttnw wntild lib* 
paLlEnL pSm OpponfpL In any pmu- Pi#» 1 *'Wr * 
f kw-LH flp ntiMl P0I apply Dtto Jupiifir (irid 
ninchilli Si-ni I lnfu. L>inliuria. "FweLt'." Tn-ii.ip 
il -■■■■>■-.! i dVlui CWnoll, M SAPLI£ r PiUatnn, Pi. 

iM*n 

Chsptintnti fronted tec AK and t. Crad. I *lH IK 

c-ithn aidr. Am IS dial alwrnerid at pbm . u avd 
inltj »n nnn-AH mpmi Utt B***, Wiina "-LU 
ui iTaiiiUju cenuiii mi i« ptmniny, tjn wniri 

y*a mmd.M «*H h M4H 

liant Hatlla uf AUanU. Civil War. and 
OuuiMilnjninlW Cot frHnd, and rri|r«atf lrit»r«idrl 

n itaiiikjtr UiCdkii iikui "uifo "' ifi nuniaEnrn 

Dofi[ CuWilw.p JJ.7 M M Maplr. aii[irrry Riak 

Pa lntrfi'T 

DMpiirpliity riwd pbni tDn'r '^nlyf anil flf ^rallk 
rjpqainKiiti, ALui nruuckL illAi un all Nnu ttadrca 
[, a Dk| lEnnuiyl PrrPrr tl.il. in Hula;* audi 
Mui-iu} CoiiULi L'lii llunmrr, Hi M Vmrk 
El»d. WUnr Croir. Pa, IflDOfl. 



Hrlpl Ll B.I lIluJiIlI nrrda flf EfEiprjiiCdU lio 
Caiiij^ua. Cejnpui- icur» aic *Yiail*l,h'- Abu nnai 

<-. . rtfn ill '■■■■■- " iivuai on, ■■■:■:■ nit Milw. 

When u UK p-jp, al tiw-llaf r.tnpifi'7 Jillil 
rpamplin 107 HwjUt, Klnipfein. HI ulMtg. 
Wantnl ttf nprriinwika Jar Juiiand. Hut. or nTiit 
tiftt yw n*r-Vl« Ja"ri t*«ai u. pruv punlaiil bVd 
Hack, Wi Enkal UntPw PfOVHlmWLi. P-tiudt bland 

Call i-alEwt tiMlll 37^844^1 

-win -i. .in. in aanvn- fduW lata pnra npjinnHiij in 
Wn» «f CiVuiii: rjpurinal mhw and un« 
rrPayiiiaMr-. Will hurt all lcLLrra anil JiuaJ. luLI 
gaim ^dulta iirr'rrrpi I Ijul »-il. plu any uiic 
Prank >liuii#aiL 2 WliiEmlkLru Dfi«. KLinlodk. A 
0BH31 

A,p luuklii): Cii-j flC alurfMl iu,> - (ill it ?BW 

5-Ciixt, ihiljy;. Ta, It wkll mnt inai iiluh <nni 
&D*y i#iL3 Ban <Jub Know MBA k>-id pfttiTsii 
fniipH anVurti? Call 751-W3U Htaaci K«ni 
CTikurh, M AHiuta Ford, tSn^MLlLirfLiiH JiJI 
U-fltm; 

Irfl Dm- rairitl nnk* pr wHwniiduni Jlnowi UliL 
'Thv fckLKikuuiH/r" it arrkonfil Uie. eajar |n 
tuimplf tfirm ip>A™uiirni*"lHy mui ihr- fcaiUcficiU 
HIIil;* Artui 111, i-limd, PnnJaFtilltt. Watwloo. 
P-Day, Antoq4 IDUffiai Hrjfeik OfViCf (uirkipian. 
f.D. Boor *(UJ 9ni»n U.. p n ™idrr«.T. R.t DW12 
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